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Do the 
hero thing. 


EDienzys 


inIRCULES 


sAction Game 


Zetis has answered your prayers. And now, it’s time to take your 
place among the gods in this hot new PlayStation” game console 
adventure. Explore three worlds of 3-D gameplay right out of 
Disney's Hercules movie-with the original character voices, sound 
Gftects and music, Mangle monsters like Hydra and the Cyclops. 
Terminate the Titans. Save Thebes from a hostile takeover. Hey, 


Watch out for snake- 
headed Medusa and her 
flaming Venom Spit. 


—tr 


LOS heatsine 3-9 landscapes 
and special effects are 
cool when you're 
protecting Mt. Olympus 
trom a fire-breathing 
Titan attack. 


—s 


Slay multiple heads as you 
face the vicious Hydra. 


Defeat your enemies 
with your Power Sword. 


“Disiep KIDS TO ADULTS 


2D PlayStation CONTENT RATED BY 
ESRB 


Also available on PC CD-ROM. A, 


p> werenactive \ 


wwwvie.com/hercules 


Depression hurts. Fighting Force and Tomb Raider II can help. 


SIGNS AND SYMPTOMS 
OF DEPRESSION 


@ | Persistent sadness and or irritability. 


Recurring thoughts of how much 


|} better life would be if you had 


Fighting Force or Tomb Raider IL. 


Statements such as, “I’m bad. 


} I’m stupid. No one likes me.” 


When depression strikes, immediately seek the help of a 
trained professional at your local video game store. 


= 


Wiping secretions 


Research shows that the leading cause of depression 
among gamers is a noticeable lack of Eidos games. 
Fortunately, this deficiency can be treated both safely 
and effectively with games like Fighting Force 
or Tomb Raider II. But early intervention is crucial. Or else, 


it's only a matter of time before they threaten to do something 


really stupid, like go to therapy. 
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You've been warned. 


www. eidosinteractive.com 


TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773-4367. Cost of call $0.95/minute. Must be 18 years or have parents permission. Touch tone phone required 


Where we 


‘know, | always look 
forward to writing 
this section for two reasons: First, it's 
the very last thing that | have to do before 
the book ships. Okay, so that's kind of a lame 
reason, but making a magazine is hard work, 
okay? Second (and of course this is the real 
reason that | like this section so much), | 
enjoy the opportunity to jot down whatev- 
er happens to be bouncing around inside 
my brain at the moment, and share it with 
you guys. Whether it be about current 
trends or hot debates, | like to put my two-cents 
worth out there, 
and hear what you 
have to say in return. 
Anyways, this 
month | don't really have 
any pressing concerns or 
hot topics to debate, so 
I've decided to take this 
opportunity to make a bit 


Serr T 


VayStation Magazine 


about 


of a statement about our fine mag. | don’t know if you 
guys have noticed this yet, but we try to add some- 
thing new to each and every issue. See, we just can’t 
stop thinking up cool new ideas, and well, if you've got 
“em, you might as well use ‘em. 
This month we've added two brand-spankin'- 
new sections: Checkpoint, our software 
telease schedule, and Q&A, where 
you'll be able to find up-close interviews 
with the hottest talents in the industry. 
Our goal is to keep pushing the 
envelope, to continue to make 
the magazine better and better 
each month 
So, don't forget to let us 
know what you think, and if 
you get any cool new ideas, be 
sure to pass ‘em our way! 


This 
month we introduce 
the PSM Q&A, and 
interview the main 
brain behind Blasto. 


CHRIS SLATE, 
EntoR-1IN-CHIEF 


THE EVOLUTION OF FSM 


very issue, we match the best 
u games with today's hottest il- 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag- 
azine at the highest possible level. 
This month, we were glad to 
work with Bennett Harrison, the guy 
who actually created Blasto! Hey, 
who could draw him better, right? 
Bennett has a background in anima- 
tion and character design, and now 
that he’s hooked up with the game 
gurus at Sony, he’s really kickin’ 
some major butt. We can’t wait to 
see what he comes up with next 
(characters for Blasto 2, perhaps)? 


Bennett initially sent us several different 
sketches, each with a completely different 
take and scenario featuring Blasto in action. 
They were all really cool and funny, but... 


Hal x 


E S2Pceu PlayStation Magazine k= ™ 
Tomb Reider 2 Previews 
Guide 


argo org br 
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ideas! 


Seen 


»:You just can’t do a Blasto cover without a 
Blasto Babe! This sketch is much more in tune 
with what we were thinking, Add in some 
nasty Pear Troopers, and the stage is set... 


SOAR TORR 
¥ 


For an image that epitomizes what Blasto is all 
about—blasting enemies, rescuing babes, and 
looking good in the poe And oh yeah, we 


threw in a second babe for good measure! 


APRIL 
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CHR15 SLATE 
Editor-In-Chief 
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STEPHEN FROST 
Reviews/Previews Editor 


Comi of-Nine 
Coolest April Fools Pran| 


NowH 
Strategy Editor 
Likes: R 
Hobbies: DJ-ing, music 
Coolest April Fools Prank: 


BILL PARIS 
Japanese Correspondent 


Likes: Fligt 


BLAKE 
News Editor 


B. CHre1-CHAN 
Japanese Correspondent 


a lot of threats. Spits seeds. 
Coolest April Fools Prank: 

One April Fool's, | bet everyone that 
my cat could eat a whole watermel- 
on! The joke was on them though, 
‘cause he sure enough ate it all! 
Charles’ Quote of the Month: 

“| wish | had some watermelon.” 


= which magazine is best for you, Official 
or Unofficial? That's easy. You want inde- 
pendent, unbiased coverage, and you want 

to know that what you're reading is noth- 
ing but the truth. You can only get this 
with an UN-official magazine. An offi- 
Cial book has to answer its Corporate 
Sponsor. And whose best interests 
do you think they're looking out for? 


PSM is created by us and no one else. 
Nobody has to approve our pages before 
they're printed and nobody, not anybody, can 


Coolest April Fools Prank: 
I'd have to go with the year that | left a 
flaming bag of poo in front of Nintendo 
President Hiroshi Yamauchi’s door. You 
shoulda seen that old coot hop like he 
| was grabbin’ a mushroom! 
Eug’s Quote of the Month: 
| “Poo... It smelis like... Victory!" 


CHARLES EuGene 
Fi MAIN WANG 
What he does: 
= What he does: What he does: Designs _ kick-ass 
Reads a lot of copy -™ Directs art and licks pages for the world's 
Hears a lot of excuses. Makes mouses, Lights poo on fire. | top PlayStation mag 


Constantly mumbles something abou 
“getting sweet, chocolatey revenge”. 
Coolest April Fools Prank: 

When no one was looking, | put 
chocolate in my friend Reese's peanut 
butter! But he loved it, and now he's 2 
millionaire. Man, | really hate that guy. 
| Gary's Quote of the Month: 

) “I coulda been the Candy King!!!" 


make us say what we don't believe to be true. We 
write about what we want to and put what we 
want on our cover. 


This is the kind of honest, straightfor- 
ward coverage that you can only get 
with an unofficial magazine. We 
understand that our readers come 
first, and we would never, EVER 
betray your trust. 


This is our promise to you, the hard-core 
PlayStation gamer, who deserves nothing less. 
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WARNING: 


YOU MUST BE 17 OR OLDER 
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P Okay, I admit it. “Stealing cars “I prefer sleek, fast cars 
* I like to blow things up! gives me a rush. with room in the back. 
It started with my baby In fact, stealing Know what I mean!?” 
sister's doll house, and well... anything gives 
it just went from there!” me @ rush.” 


ASC Games™ is a trademark of American Softworks Corporation. © 1997 American Softworks Corporation. The BMG logo is a trademark of BMG Music. The DMA logo is a trademark of Assistamount Ltd. 
Used under license from BMG Interactive Intemational, a unit of BMG Entertainment. © 1997 Assistamount Ltd. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. 
Windows® 95 is registered trademark of Microsoft Corporation. The ratings icon is a trademark of the Interactive Digital Software Association. All rights reserved. 


“T dunno what’s so special here. “Using a “It’s all 


It’s a game about everyday flame thrower about three 

life, ain’t it?” on a rival gang things - fast cars, Sat 
just gives me that easy money and. » 
warm and fuzzy fast cars.” —- 


feeling all over.” 
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Resident Evil 2 


Everything You 
Need To Know, Pt. 2 
pg. 63 


This month we're taking you 
through both Claire’s and 
Leon's B games to bring the 
game to its close. With 
two comprehensive 5 
walkthroughs, all the g 
maps, and all the items 
for the B games, this 
guide brings you everything else you 
need to know about RE2 that we 
couldn't fit in last month! 


\, pg. o6 

Ye. | \ As if this game 't alread 
~~ h game wasn't already 
Biss, X deep enough, we've gone in and 

} uncovered a ton of extra spells, 

Was Nore abilities, and options that will 
x fe give you even more gameplay 
ground to cover! This guide is 
re to give all of you hard- 
core RPG fans even more 


Blasto is finally nearingfelease) soit's time to see what the hype is all about, 
Check outgoursexclusive interview with the game's producer to find out 
about Blastosdelays, his thoughts on the! N64, and just what “Babe’codes” 
Wwe should start searching\for) < 

Wtiey that, move onjover to our, deluxe four-page preview to-get a taste 
Ghiwhat Blasto really Has tojotter: e; ‘OGINSO ers out! 
Intor Vise * = / 


et he Km 
mS 


Previews 


Wacky Games! 


Do you find yourself inexplicably drawn to those _ \ 


weird titles that emerge from nowhere to throw 

everyone for a loop? Do you enjoying branching out > 
from the mainstream fist-fests that overwhelm the 
gaming market? If so, then you'll definitely want to 
check out our feature covering all the craziness 
that has been released for the PlayStation. Get 
ready to get wacky, folks! 


HEY, DON'T 
F/ FORGET ABOUT 

GAMING IN THE 
NIHON! IT STARTS 
ON PG. 22! 


> Yaroze News.. 
> Gossip............. 
> Q&A: Blasto’s Producer! . 
> Checkpoint! Release Schedule . 


half as excited about the PlayStation as we are, 1 
10 time to spare! Just use the list below to go 
es you're interested in: 


> Nihon Game Otaku! ................... Need for Speed 3 
i Newmann/Haas Racing 
== | — 
This month's new games, thoroughly tested by PSM experts Reeraie 


> Flashback/Backlog.............00..ccccccecesneeeseseeeenees > 5. a0 ~ 


All the best dirt on tomorrow's hottest games 
> Blasto 
> Rascal 
> Triple Play ‘99. 
> Powerboat Racing ... 
> Vigilante 8.............. 


> Elemental Gearbolt.. ~ GEx Lid 
BD SHOG BACON cieissscisissincascivessaasesasenineennevsiverizeunemarsunenssal 7 Sticker 


> Punky Skunk.. > ft. 98b ~<a 


> Need for Speed III ia 
> Gran Turismo Decorate that lid with the 
PlayStation’s snappiest gecko! 


The latest codes for all you addicts 


Diablo 
The Quests 
= pg. 60 < 


If you plan on talking out the 
ing of all evil, you'd better 
‘be ready for some serious 
ittle. Diablo is \ittered 
numerous sub- 
juests, and if you 
how to complete 
you'll be reward- 
d with plenty of pow- 
erful magic. That's 
where we come in, 
with a list of 


You've got questions, we've got answers 
> Link-Up 
> Pause ... 
> Fan Art. 
> Top This! . 


> Marketplace ... 


quests and how 


A sneak-peek at what's gonna be hot for next month to beat them. 


(uyaiac te These days, daily news is only a click away 
yy, Pel Ne ee eS - on the Internet. But what you can‘tget online 
1 of Go | ! Gaal is PSM's exclusive in-depth coverage, with 


more details and extra info. We dig deep to 
find the rea/ story behind the headlines. 


Hlere.source for allerh 


> 


# The best-selling RPG in Japan will 
be getting the U.S. treatment 
courtesy of developer Namco, 
and it's expected late in the third 
quarter. In this adventure you will 
get to follow multiple generations 
of heroes over time. The game 
will have multiple endings based 
on who you choose to marry. 


1 t's hard to believe now, but at one point Sony believed RPGs were a 
waste of time to port over to the U.S.! In 1998, spurred on by the over- 
all success and public acceptance of Final Fantasy Vil in the U.S., companies 
began vying to get new RPGs to U.S. shores as soon as possible. At least five 
RPGs have already been announced for 1998, and a few more are in question. 
Others are likely in the works that we haven’t even found out about yet! For 
now, here's a quick rundown of the RPGs that we know are coming in 1998. 


<Tales of Destiny offers multiple story- 
lines that depend on how you marry off 
B your characters. 


Sony has picked up another Square- J 
soft RPG and translated it for our mar- 
ket. While it's not as spectacular a ff 
release as last year's Final Fantasy 
VII, Saga Frontier promises multiple 
characters to play and a deep 
Squaresoft plot. You should start look- fj 
ing for this title this month! 

» Square fanatics will have another RPG to 
“Lunar takes place on the moon, back when there help sate them come late March. 


were people living on it (It must have been a long 
long time ago). 


mj For many people, the only reason to own 
a Sega CD was this excellent GameArts 
RPG. Now completely re-done for the 
PlayStation, with the same excellent 
translation and quirky storyline by the 
Working Designs crew, Lunar is a hotly 
anticipated title for RPG fans. 


| 
| 
| 
] 
| 
| 


The highly anticipated sequel to 
Konami's unique RPG Suikoden is 
in the works for a late 1998 release. 
Very little is known about the 
sequel, except that it will once 
again feature dozens of characters. 
This version will also have even 
more unique battle modes. 


THQ is bringing this Zelda-ish RPG 
to the U.S. market, and it's expected 
late in the second quarter of 1988. 277 
Granstream Sagais unique in its use| 
of polygonal models and completely 
action-oriented combat. THO hopes 
that the game's original look and 
atmosphere will distinguish it from 


the re he RPG crowd thi f “<The original Suikoden was a sleeper hit, 
EG A AIRC eke Te IS) so interest in the second installment should 


be very high. It's got our attention! 


Other titles that are not yet confirmed for a U.S. impressive Shadow Tower. You can bet that PSM 
release include Square's XenoGears and Parasite _ will bring you the latest on every RPG as soon as 
Eve, Enix’s Dragon Quest VII, and From Software's __ the info becomes available, so stay tuned! 
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olreet Fighter EX2 Coming 


Capcom's 3-0 fighter makes a smashing return 


TITS! 
CAGE 725 


4 Ryu smashes Ken full on in the jaw. Unfortunately for 
Ken, this is just the start of a devastating combo. 


A Time for Ryu to strike a 
ters look much smoother 


se! The polygonal charac- 
lis time around. 


Blanka unleashes his super move! The 
are more dramatic than the original. 


his year will see the arrival of Street Fighter EX 2 in the 
arcades, and hopefully (fingers crossed) the PlayStation. 
Since the game looks to be using the same board as its prede- 
cessor (System 11), a PlayStation conversion is almost certain 
The game is still in development in Japan, but as you can tell from 
these screenshots, it's coming along quite nicely. Capcom USA 
has made no announcement about SFEX2 whatsoever, but judg- 
ing by the success of the original PlayStation game, Capcom will 


hopefully bring it to American gamers as quickly as possible. 

So far, all that is known is that Blanka will be making his grand 
return to the Street Fighter series (we hope E. Honda's back too!), 
and that a “new control style” will be introduced. Of course 
favorites Ken and Ryu will make a comeback, and Doctrine Dark 
has also been confirmed. We're all huge fans of Street Fighter 
here, so we will definitely stay on the lookout for more informa- 
tion on the latest installment. So keep your eyes on these pages! 


another appearance on the 
PlayStation later this year, but not in 
the way you might expect. The new 
game, titled Duke Nukem: A Time 
To Kill, will be fundamentally differ- 
ent from every other Duke we've 
seen so far. 

This time, instead of the side- 
scrolling perspective of the early 
games or the first-person view in 
Duke 3D, the game will have a 
third-person perspective. Conse- 
quently, Duke is basically going to 
be a bit more like Tomb Raider than 
| Doom. The plot evidently involves 
| Duke jumping between many different time zones and perhaps 
| even dressing up in the fashion of each period. One thing we can 
| count on, however, is Duke’s own brand of irreverent humor 
staying intact. Currently in development at N-space for GT 
| Interactive, Duke Nukem: A Time To Kill is slated for a third- or 

fourth-quarter release. 


A The new Duke Nukem adventure 
will be more like Tomb Raider, 


Resident Evil 2 is 
the first monster 
hit of 1998, 


| January sales from Electronics Boutique were no surprise to 
| anybody—Resident Evil 2 destroyed all comers with a big 
| pre-ordering campaign and an insane amount of player inter- 
| est This game should stay on the charts for quite some time! 


| 1 > Resident Evil 2 
| 2 > WCW Nitro - Wrestling games are heating up! 
3 > Final Fantasy Tactics - Square does it again! 
| 4 > Tomb Raider II - Lara's always near the top 
| 5 > Alundra - The APG fans have spoken. 
| 6 ® Cool Boarders 2 - Looks like a winter hit. 
| 7 > NBA Live ‘98 - Sales stay strong for hoops season. 
| 8 » Crash Bandicoot 2 - Crash still brings ‘em in. 
9 » NFL GameDay ‘98 - Look for sales to slow down. 
| 10 ® Crash Bandicoot - Wow, two games on the list! 


Your monthly look at the | 
best-selling PlayStation games | 
| 


Every month, NPD, a marketing research company, surveys a 
host of retailers to find out what games are selling well. It's 
really no surprise that Eidos’ Tomb Raider 2 reigned supreme 
over Christmas, topping the NPD charts for December. 


1 > Tomb Raider 2 

2 » Crash Bandicoot 2 - Crash was Sony's big winner 
3 > NBA Live ‘98 - This game has sold over a million! 
4 > NFL GameDay ‘98 - Hot for football season. | 
5 > Crash Bandicoot - Fans went for the new price. 

6 » Madden NEL ’98 - Not on top, but still doing well. 

7 > Nascar ‘98 - A sleeper hit, but big with racing fans, 

8 > Final Fantasy VII - Still doing the big numbers. 

9 > Jet Moto 2 - Maybe not as high as hoped 

10 ® Frogger - How did this game make the list? 


Be Capcom has announced that 
Resident Evil 2 sold over 380,000 
copies in its first weekend. This | 
breaks sales records currently held by 
such titles as Super Mario 64, Tomb 
Raider 2 and Final Fantasy Vil. 
Capcom accredits its success partly to 
the fact the game had an unprece- 
dented amount of pre-sales at various 
retail chains and at Capcom itself. 


Europe-based Infogrames (cre- 
ators of NFS: V Rally) have acquired | 
‘worldwide rights to use the Looney 
Tunes characters in videogames 
Whether this means we't = Bugs 
Bunny or Tweety in any games soon, 
however, remains to be announced. 


[ Sony announced that, world- 
wide, they ha ipped 30 million 
PlayStations. The bre: goes | 
like this: 8.6 million to Eu 10.65 
million to Japan, and 10.75 million to 
the United States. Go Sony! 


Continued on page 14 E 


NPD | 
Chart | 


Tomb Raider 2 
held on tothe #1 | 
spot through the | 
Christmas season. 


ULTRA RACER, 
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playing as the Bruce Willis character, 
there is no word on whether he will 


have a partner or not. 


Resident Evil 3 is evidently 
entering pre-production in Capcom's 
Japanese offices, where a brain- 
storming meeting has been held to 
start the ball rolling. Those who have 
finished the game probably already 
have a good idea of the location REF 
is going to take place, as well as 
which characters might be involved... 


Dana Gould will be replaced by 
British actor Leslie Phillips in the U.K. 
telease of Gex 2 The script is also to 
be entirely different, so the humor will 
appeal to the European audience. 


Kaz Hirai from Sony will be sit- 
ting on the speaker panel opposite of 
Nintendo heavyweight Howard Lin- 
coln at the kickoff of E3 in Atlanta this 
year. Given the currently heated com- 
petition between the two companies, 
it is expected that the debate will be 
quite exciting. 


Twisted Metal 3 is in develop- 
ment at Sony Studios in San Diego 
(nope, SingleTrac won't be doing this 
one). No release date was available 
at press time, but we'll know more 


pending an official an- P 


nouncement from Sony. 


Net Yaroze U 


elcome to the hot spot for all the latest and newest 
Yaroze info. This month we travel to New Zealand 
for an exclusive two-part look at a hot new development 
house, Sidhe Interactive. PSM had the pleasure of speaking 


@aise@~ Your monthly source 
for the latest Yaroze 
news and reviews 


with Mario Wynands, the company’s Director/Project 
Coordinator, about Sidhe’s upcoming PlayStation title, 
Chronicle. Chronicle started out on the Yaroze before Sidhe 
got an official license and dev kit from Sony. 


Mario: There are three core members 
at the moment; a project coordina- 
tot/programmer (myself), a lead pro- 
grammer (Tyrone McAuley), and a # 
lead graphic artist (Stuart Middleton). 

We are in the process of talking to i 
two more graphic artists, and are jf 
looking to recruit a musician/sound ¥” 
technician and an additional pro- 
grammer in the next few months. 


Mario: Stuart is an old friend of mine (we 
started school together when we were 
five). We grew up sharing an interest in 
the strange and fantastic using fantasy 
role-playing, tabletop war gaming, and 
computer games as an outlet. Tyrone | 
met at university. We were both studying 
the same computer science courses and 
we became friends through the similari- 
ties of our personalities and the fact that 
we both had Amigas. 


Mari have a Computer Science de- 
gree and a Commerce degree, the com- 
bination of which has given me a ground- 
ing in game development in technical 
areas such as artificial intelligence, 3-D 
computer graphics, and object-oriented 
programming, also in the more “fluffy” 
aspects such as business analysis and 
project management. | have worked as a 
management consultant with KPMG 
International and have worked more 
recently as a freelance management con- 
sultant and analyst/programmer. 

Tyrone also has a Computer Science 
degree and has the same technical foun- 
dation as myself. Tyrone has been work- 


ing as a contract programmer 
across a range of industries on a 
number of high-profile projects. 
Stuart has an Arts degree and 
has been working as a concep- 
tual design artist. His talents 
lie in the fantasy and horror 
genres. 
All of us have dab- 
bled in game develop- 
ment (both computer- 
based and tabletop/ role- 
playing based) on and off 
over the years. 
A 


Mario: Our first title, Chronicle, is a third- 
person action/adventure title that will be 
unlike anything seen before. If | can quote 
a section from our website: “Chronicle 
shall present a stylish aesthetic unlike 
what is so often the norm in this genre of 
gaming. Uninterested in long outworn 
fantasy conventions, we have sought to 
take the genre back to its roots—seeded 
in the depths of mythology and folklore. 
Imagine if you will a world of industri- 
al era grit—stone, steel, steam, oil—all 
rolled into an amalgam of the mad, the 
mystical, the archaic, and the downright 


terrifying. A cold and dark, yet intriguing 
environment through which the gamer 
will guide the most unlikeliest of heroes, 
forced to fight for survival through several 
sprawling levels of anarchic gaming bliss. 
A rich blend of fantasy and horror, Chron- 
icle will aim high, seeking to push the 
boundaries of the adventure genre.” 

We can’t say much about the actual 
characters and plot until we are a bit fur- 
ther down the track, although hints can 
be found on the website. From a techni- 
cal perspective, Chronicle will include a 
Newtonian-based physics model, an evo- 
lutionary goal-driven artificial intelligence 
engine, a powerful entity scripting en- 
gine, a dynamic camera system, and of 
course bucketloads of gameplay. 


Mario: We are using a number of tools 
for development. For the Playstation code 
we are using Codewarrior, for PC tool 
development we are using Microsoft 
Visual C++. On the graphics side we are 
using Fractal Painter, Photoshop, Light- 
wave and 3D Studio MAX. 


Mario: Depending on available resources 
we hope to release the title in the third 
quarter of 1999. 


That concludes the first part of our 
interview. For those of you who are 
further interested in Sidhe Interactive, 
you can find more info at their official 
website. Direct your browser to www. 
sidhe.co.nz to get the full story on 
New Zealand’s newest PlayStation 
development house. Come back next 
time for part two, boys and girls! 
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The Pulse Pounding 
New Connc Book by 

J, SCOTT _CAMPEELL, 
the creator of Gent3! 


Danger Girl is ™ and © 
Aegis Entertainment, Inc., 
dba WildStorm Productions, 


Find out all the la d Bras news at www.wildstorm.com 1997. All Rights Reserved. 


A game developed by people with racing in their blood. 
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Introducing the only game designed with the help of America’s 
favorite racing family. Newman/Haas Racing. Welcome to the family. 


RALING 
a winning indy car tradition 


NIANITOR 


You want more than just the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Well, look no further, because PSM always has its ear to the wall. 


GOS S11 


an Turismo 


4 Sony remains tight-lipped about 
Gran Turismo 2, but it looks like the 
game is already in development. 


quare is hard at work on bring- 2 

ing Final Fantasy V to the 
PlayStation. Originally released on the 
Super NES, the classic RPG never 
made it to U.S. shores. Rumor has it 
that Square is adding a lot of cut 
scenes and redoing the entire open- 
ing montage, but it’s still unclear 
whether Square intends to bring the 
game to the U.S. Some sources we 
contacted have suggested that 
Square feels bringing it to the U.S. 
market would confuse consumers, 
given the massive difference in tech- 
nology between FFVI/ and FFV. 


he developer of Grand Turismo, Polys, is already said to be working on a sequel to its eagerly anticipated racing title 
Although the game isn’t even available yet in the U.S. and Sony refuses to comment on the possibility of a sequel, 
the team is already deciding what new cars to add and what new gameplay elements should be added. Additionally, the 
team Is said to be spending extra time tweaking the physics engine to make the cars handle even more realistically. These 
same sources have hinted that the game could be released in Japan as early as this Christmas, but there is no word yet on 
an estimated US release date. Fortunately, Gran Turismo 1 should more than enough to tide us over until then! 


umor has it that Eight Cylinder, which was formed by a 

» number of ex-Pulse employees, is said to have a deal with 
Psygnosis to bring its 3-D platform game, Flux, to the PlayStation. At the 
last moment, the deal allegedly fell apart despite promises made by Psyg- 
nosis. This move supposedly jeopardized the entire project for Eight Cylin- 
der, which has since worked a deal with an as-yet-unknown company to 
publish the title. Hopefully, we'll learn more about this deal soon. 


4 It looks like the future of Flux 
depends on a new publisher. 


t the recent ATI European arcade show, Namco showed off its latest arcade coin- 
op, Time Crisis 2! The game featured an impressive dual cabinet set up that 
allowed two players to play cooperatively, but everyone's wondering how this will trans- 
late to the PlayStation. Well, rumor has it that the link cable is the solution. Two players, 
each with their own television, gun, and action button, nicely solves that problem. As with 


Final Vis pconnielya step most Namco PlayStation releases, it's likely to be a long time before the game ever hits 
en pecboclogy feouitnal Fantaey. home (it's still not available in arcades), but a late 1999 release is the current target 
all you gamers? Nah, 


Time Crisis is already a great shooter, and we can only imagine the action that would 
result from a two-player link-up mode! Hopefully we'll see for ourselves in Time Crisis 2. 


ources close to Electronic Arts have 
said that a secret project, Future 
Strike, is no longer going to be a part of the 


ources have indicated 
that Psygnosis and Re- 
? flections are working on yet anoth- 


Position 


Strike series. For a while there was some ques- 
tion as to whether the game would come out 
at all, but sources have stated that the game is 
indeed still in development. The switch is said 
to have occurred because the game's design- 
ers didn't want to be held back by the con- 
straints and gameplay mechanics that are tradi- 
tional in the Strike series. For now, EA is inter- 
nally referring to the project as Mech X, but this 
is only a working title. The game is rumored to 
be released in the fourth quarter of ‘98. 


: er WipeOut title for PlayStation. 
: Details of the game's differences 
: from the original and XL have yet 
to surface, but the title has sup- 
posedly been in development for 
: the last six months. There is hope 
~ } for a release by the end of 1998! 


Apparently, Future Strike will 
make its departure from its con- 
stricting former series. That sounds 
good as far as improvement goes! 


|» Despite Psyanosis’ earlier state- 
i ments, it looks like another Wipeout 
: game is on the way after all. 
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PSM: From start to finish, how long 
has Blasto taken to make? 


JB: With pre-development, ‘cause we 
spent a lot of time developing the char- 
acter and stuff, it's getting close to two 
years now. 


PSM: You've had a lot of release 
dates for Blasto. Why all the delays? 


JB: When we started developing the 
game, we were really trying to pull out 
all the stops, and | think we didn’t have 
enough staff at the start. Our team ini- 
tially was only about six people, and that 
grew to about 14 people, eventually. So 
we kind of underestimated the amount 
of people we'd need for the amount of 
work we had to do. 


PSM: Have you ever been, like, so 
frustrated that you just wanna pistol- 
whip someone like Blasto does? 


JB: (laughter) | think the whole team 
has. We spent this last year pretty much 
sleeping in our office the whole time. 


PSM: What was your goal when you 
started to design Blasto? 


JB: Our original idea was that we want- 
ed to do a3-D roaming game where you 

could go anywhere and have 
no restrictions at all, 
and would play out an 
adventure and a 
quest. We all were big 
fans of shooters, and 
thought 
that puz- 
zles in 


Blasto creator 
Bennett Harrison 
had been sketching his 
character for years 
before it was decid- 

ed to feature him 
in the game. 
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a game were very important, and explo- 
ration in a game was also very impor- 
tant. But nobody had made a real 3-D 
shooter before. | mean, pretty much the 
closest anyone had come at that point 
was Doom, and that's first-person so it's 
very different. 

We were throwing a few ideas around 
of what we could do, and Ben [Harrison] 
pulled out a drawing of Blasto, which he 
did from time to time anyway—it was 
Ben's main character he always drew 
and we always loved him. And we were 


all just like “We should do Blasto,” and 
started throwing around some ideas 
and the humor just began to flow. All of 
us were just so sick of video games 
being dark future, post-apocalyptic 
nightmares and all that stuff, and we 
were like “pbbbbbt!"” We were sick of 
that. Let's do something that's kind of 
goofy. So that's why we started going 
down this route, and it was a very organ- 
ic development, really. 


PSM: How much of an impact did 
Phil Hartman have on the look? What 
was he like to work with? 


JB: | actually didn’t go down to the 
recording, because | was way too busy, 
which really sucked. But Ben went 
down, and Tom, Ben's lead artist, and 
Ami Blaire who is our marketing manag- 
er, and they said he was phenomenal. 
We'd always mimic Blasto, and 
we'd always be like, “it sounds like Phil 
Hartman.” Somewhere around here 
I've still got a list of voices to play 
Blasto, and Phil Hartman was right at 
the top of the list. But realistically, we 
just never expected to be able to get 
him. We thought we'd be working with 
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an unknown, then Kelly Flock and Ami 
Blaire, and Peter Dille, one of the heads 
of marketing, were all getting very 
interested in the game and the poten- 
tial of where it could go, and they were 
like, “Let's see if we can get him.” It 
was amazing. It cost some money I'm 
sure, but.. 


PSM: But that’s just budget, right? 
What the heck. 


JB: Exactly. They went down there and 


“ALL OF US WERE 
JUST SO SICK OF 


URE, 
POST-APOCALYPTIC 
NIGHTMARES AND 

ALL THAT STUFF 


explained the character to him, and they 
showed him Blasto and supposedly he 
just changed and was like “Hi, I'm 
Captain Blasto"! It was amazing 
because Phil Hartman's humor was 
exactly in check with our humor, and he 
knew exactly what the character was 
about. | really don’t think we could have 
had a better choice for it. 

I'm at work, and I’m all bummed out 
because they're all down there having 
fun with Phil Hartman, and he calls up 
and he's all, “Jay, this is Blasto...” 
(laughter). I'm like, “Oh sh*t, Mr. 
Hartman, sir, I'm a big fan!” 


PSM: Were you thinking “score” at 
that point? 


JB: | was like, yeah, this is it. But he also 
sent a tape up that had him blasting 
away saying “Hi Tom," ‘cause Tom's 
the lead animator on the game, “I like 
you better than Jay.” Just goofy sh*t 
like that. And he had it on his answer 
phone for ages, you know. “Tom Tobey 
isn't here right now...” 


PSM: How did the “Blasto Babes” 
come about? 


JB: When we first started developing 
the game, Ben had some beautiful illus- 
trations of Blasto with babes wrapped 
around his leg. The main illustration he 
had was a babe thrown over his shoul- 
der, and Blasto picking off all these 
aliens, and we were like, “Wouldn't it be 
cool if we could have him rescuing 
these babes"? 

From that, we knew there had to be 
“collectibles” in the game. There 
always has to be a driving reason to 
explore an environment, and | was so 
bored with stars and apples and what- 
ever the hell else there is for you to col- 
lect. We were just like hey, maybe we 
should just collect babes, and then it 
kind of went from there to, okay, if he’s 
collecting babes, then each babe's gotta 
be different. But how are we gonna 
make them different? They're gonna be 
in bikinis, that's a given, but what are we 
gonna do then? Hey, let's make their 
animations a little more risque, and that 
was pretty much it. We didn't expect to 
go in that direction. 


PSM: What kind of stuff did you guys 
come up with that had to be taken 
out, because it was just a little too 
over the top or too naughty? 


JB: Well, we had some naked babes. 


PSM: Now, was it your idea to take 
those out, or did Sony see that and 
go, “excuse me, but...” 


JB: A bit of both. | mean, it’s amazing 
how cool Sony've been about the whole 
thing. Because Sony're very concerned 
about their image, obviously. Multi- 
national. | was amazed at how much 
freedom they gave us. Some of the ani- 
mations in there, you've seen them, 
with a babe shaking her butt in your face 
and stuff, it was like, “They're gonna 
kick this back”. But they never did. So 
we decided there was a line where it 
stopped being titillation and Benny Hill, 
and became lewd and kind of vulgar, 
and we said, “We don’t want to go that 
far”. We want it to always be kind of 
questionable, but not pornographic. So 
that's kind of where that distinction 
came. But for our own fun, we had 


Ks, babes in pasties and nude ones 
and stuff and... 


PSM: Hey, is there gonna be a code 
for this stuff? 


JB: There may be, you know. Stranger 
things have happened. 


PSM: Do you advocate violence as a 
solution to political alien conflicts? 


JB: Definitely, | advocate any kind of vio- 
lence, especially if it has anything to do 
with aliens. | mean, they're all green. 


PSM: Yeah, and their heads explode. 
What other reason do you need? 


JB: Exactly. 
PSM: What do you think of Mario 647 


JB: | think it was a phenomenal game, | 
really do. I'm a big fan of games. I've 
met [Shigeru] Miyamoto. | actually got 
to hang out with him in Japan. 


PSM: Wow, how was that? 


JB: Dylan Cuthbert (our lead engineer) 
worked on Star Fox with Miyamoto, so 
we went and hung out in Kyoto in 
Japan, and | got to hang out with him 
and talk to him about what he liked and 
stuff. We kind of shot the sh*t about the 
problems with making games in 3-D 
space, which is pretty interesting, you 
know—getting it from the master like 
that. I'm a big fan of almost any game, 
you know. 


PSM: What do you think of the 
Nintendo 64? 


JB: It's a great system. | think that some 
serious mistakes were made with the 
philosophy behind it, and that their deci- 
sion to use cartridges as their main 
medium was definitely not a good idea. 
There's a lot more freedom to get 
creative when you've got a CD. You've 
got a lot more areas to add stuff. | used 
to work on a lot of Nintendo games on 
the NES, and we were very restricted 
by the amount of stuff we could put in a 
game. You're not restricted nearly as 
much when you've got a CD, which is 
very nice. 


PSM: What type of games would you 
like to see more of? 


JB: | love shooters dude, and | think 
shooters have gotten a bad rap. | can’t 
get enough of blowing stuff up. | really 
can't. There needs to be a lot more 3-D 
roaming platform-based games that are 
shooters. | think that's relatively unex- 


plored. All the 3-D roaming games out 
there are games where you run around 
for 25 minutes and kill a couple of rats, 
or run around and jump on something 
and get a star. To me, that's boring. | 
wanna run around and blow the crap out 
of everything, and the more of that | can 
get, the better. 


PSM: Who would win in a fight then, 
Blasto, Crash, or Lara Croft? 


JB: Blasto would kick so much ass it 
wouldn't even be funny. Not only would 
he kick their ass, he would probably 
stand there and laugh at them after- 
wards, and then compose an ode to 
himself about how cool he is for killing 
them all. He'd probably eat Crash 
Bandicoot, roast him. He probably 
wouldn't kill Laura Croft. He’d probably 
try and date her first. 


PSM: Wouldn't we all! 


JB: He doesn't take any crap off chicks, 
so he'd probably blow her away. 


PSM: Do you have any ideas as to 
what you're gonna do next? What 
kinds of games do you want to do? 


JB: I’m throwing around a couple of 
ideas I've got right now. At some point 
I'd really like to do a role-playing strate- 
gy game, something I've always want- 
ed to do. I'd also like to do some kind of 
a cool racing game too, but | think that 
the adage “jack-of-alltrades, master of 
none” comes into play. You've got to 
stick with what you know and get your 
niche in the market, and | think that 
we're probably gonna spend a lot more 
time working on 3-D platform games. 


PSM: Do you expect to work on 
Blasto again in the future? 


JB: I'd like to think that's an option. 
Right now I'm kinda burnt on the whole 
thing, you know, ‘cause it's been my life 
for two years. But really the game has 
just scratched the surface on the 
amount of ideas and stuff that we've 
got for the character. | mean, Ben was 
working on Blasto for years before he 
came to Sony, just sketching him and 


putting him in various comical situa- 
tions, ‘cause he wanted to make a car- 
toon on him. So then me and Ben spent 
about 6-8 months at the beginning 
of the development of this game 

just coming up with situations, so 
we've got a whole host of ideas 
for what the guy could do, for 
other little characters and ene- 
mies and sidekicks and all that kind 
of stuff. We're ready to kick in 
if we're given the nod. 


PSM: After working so 
closely with PlayStation over 
the last two years, what fea- 
tures do you think that Sony 
really needs to consider whenever 
they build another system? 


JB: | think that they need to get a load 
more of everything. More RAM, more 
CD-ROM speed—that's a given. That all 
needs to be made a hell of a lot bigger. 
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PSM: Is that really where the limita- 
tions are coming from right now? 


JB: Well, we always max those out. 
Obviously, if they give you a finite 
amount of RAM, you're gonna use it. If 
there was more, it would always make 
things better. And it's the same thing 
with CD-ROM speed. Again, if it was a 
far-faster CD-ROM, we could be 
streaming in more stuff. If it was DVD or 
MiniDisc, we could store a hell of a lot 
more on it. Stuff like that. 


PSM: How close do you think Blasto 
come to maxing out the Play- 
Station’s full potential? 


JB: Well, we thought we were coming 
pretty close, but in the past six months, 
we've found a load of new stuff and 
also | think that we know what the 
PlayStation can do now better than 
when we first started on the game. If 
we went in and did it again, it would be 
like, okay, we know this works really 
well, we know that this doesn’t work 
really well, let's kind of follow this direc- 
tion a little more, and | think we could 


> Will Blasto 
ride again? The 
__ chances are look- 
ing pretty good. 


squeeze 
more out of the PlayStation, definitely. 


PSM: So you think there's still 
untapped power in the PlayStation? 


JB: Yes, | definitely do. 


PSM: Say, can you give us a juicy 
Blasto secret? 


JB: What kind of juicy Blasto secret? 


PSM: Oh, | dunno. You're the secret 
guy. Anything you wanna throw at 
us would be cool. 


JB: Okay, one of the “Do Not Press” 
buttons gives you a Blastomatic Death 
Merchant 220 Deluxe. This is the moth- 
er of all guns. It cycles through every 
single gun in the game. So when you 
press this "Do Not Press” button, you 
get given this gun that basically gives 
you nukes, heat-seeking missiles, rapid- 
fire, flame thrower, freeze gun...an 
everything all-in-one gun, and it kicks 
some major ass when you find it. 


PSM: Cool! Okay, the final question: 
Do you think that astronomers will 
eventually get so annoyed at all of 
Blasto’s “Uranus” jokes, they will 
just rename the planet? 


JB: (laughter) | think there's a strong 
population in Sony that wants it 
renamed right now! They're sick of our 
jokes. The other teams were developing 
games alongside us, and all they could 
hear was “Uranus” and us giggling 
away, and people would be coming past 


and going “Aren't you bored [p 


we'd be like “Nope, Uranus.” 
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with that joke yet?” And 
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CHECKPOINT! 
The PSM Release Schedule 


With so many new games being 
released each month, it can be 
tough to keep track of them all. 
Well, don’t worry, because you 
no longer have to. 

We've a comprehensive 
release schedule of all upcoming 
PlayStation titles and their cur- 
rent release dates. At a glance, 
you will be able to see what 
games are coming out and 
when they will hit the stores. As 
an added bonus, we've even 
included a PSM Top Ten list of 
titles that the staff is currently 
looking forward to. 

Of course, many of these 
dates are almost guaranteed to 
change, but we will update the 
list each month to keep it accu- 
rate. Hope it comes in good use! 


4 Tekken 3 is 
just around the 
corner! Be sure 
to check back 
with PSM next 
month for the 
full coverage. 


FIRST QUARTER GAMES 


March 
Acclaim. 
Accolade. 


‘1st Person Shooter..... 


Jungle 
1. INN Motorsports 
Hardcore 2 


C” [Contra-style 
game] 
...Classics...... 


Vol. 2 
jan Francisco Rush 
lonoa 


Graphic Adventure 
Tenni 


Universal Studios Racin 

Other First-Quarter Releases: 

EAS se SUAtEQY ose ....Populous: Third 
Coming 

Kalisto (Developer)... Action/Adventure 

The Fifth Element 

Psygnosis............ Adventure ..... coe Elti¢ 


SEGOND QUARTER GAMES 


..-Racing...... Jeremy MeGrath 


Supercross ‘98 


Action/Adventure . 


tfall 3-D: Beyond the 


.-..Arcade's Greatest Hits 


jewman/Haas Racing : 


£ Tournament Edition 


: Acclaim... 


: Kingdoms V 
: Midway....... 


Action/Adventure 
‘oat Racing...... 


Deathtrap Dungeon 
R Sports Powerboat 
Racing 


Action/Platform 


X-Men Vs. Street 


... Mega Man Nova 


Ist Person Shooter 
Racing 
Football 
Fighting... 
Action/Platform 


The Granstream Saga 
jass Masters Classic 


: Other Second-Quarter Releases: 


‘onstructor 
Rebus 
leart of Darkness 


THIRD QUARTER GAMES 


: July 
£ Acclaim... 
: Fox Interactive 


Interplay ..... 
Koei... 


BIO FREAKS. 


Fighting........ 


Mortal Kombat 4 
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Sony CEA 
Tecmo. 


August 

Acclaim... 
Fox Interactive. 
Psygnosis. 


-Tomba! : Capcom... ....Darkstalers: Jedah’s 
-Tecmo's Deception II : Damnation 


= Capcom...... 


Street Fighter Il 
Star Gladiators II 


.Shadowman 
Aliens vs. Predator 2 
Sentinel 2 = Capcom. 
Tecmo. Tecmo Superbowl 2: Electronic Arts 
Working Designs.RPG .. Lunar: Silver Star Story = Eidos... 
Complete : GT Interactive...... 
: GT Interactive...... 
pce : f = GT Interactive......Platform/Shooter .. 
Konami ..............Action/Adventure .......Metal Gear Solid = ToKill 
MGM Interactive .Action/Strategy...........Return Fire II 


Fighting... 


With each new videotape or screen- 


: Interplay Action / Platform . shot of Metal Gear Solid that comes 
: Interplay ighting... our way, we get more and more 
i ¥ e ited. The mere thought of playing 
Rebus £ Interplay .... Space Simulation .......Star Trek: Starfleet this ‘game just brings many tears of 

: to ‘ 

Interplay . Messiah : ae pe oe joy to our eyes. 

Playmates Teenage Mutant Ninja = ae ee eh TOMI ANS 

Turtles 3-D EeNOvaNn 3 


: Soccer. 
| MGM Interactive Action/RPI 
: Namco 3-D Platform 
i Fighting... 
-Strategy/Action 
Action... 
Shooter 
Action... 
Action/Shooter .... 


....Action/Adventure ....... Dead Unity 


FOURTH QUARTER GAMES 


October 

Activision............\Mech Combat... -Heavy Gear 
Crystal Dynamics.3-D Action/Platform ...Akuji 

i Pro 18 World Open 
Respect, Inc. 
.SpeedTribes 
ThrillKill 


Considering he is one of PSM’s craziest 
re drivers, it seems appropriate that 
Airplane Simulatior Noah would be eae ig sone om 
Ast Person Shooter.....Legion Turismo. We guess he loves the realis- 
: tic physics and the hi issortment of 
“Action/RPG Exodus Ca auleen cecse Rea: 


-Actio wisted Metal 3 
-RPG 
RPG 
RPG 
.Horse Racing, 


-Dead in the Water 
.Jeff Gordon Racing 


ODT .Soccer...... World Cup Soccer 
.Action/Simulation pecOps 

December 
Fox Interactive.....3-D Action Croc It 
Other Fourth-Quarter Releases: With its bee Gabe and fost 

‘si ‘action, Ein! rabbed our atten- 
Cyclone... -Shooter/Strategy we Uprising x sereseletaded itgorn aleesadin open 
Electronic Arts......Action/Shooter .. Mech X’ We just can’t wait to get a U.S. in 


order to find out if Sony a any 


tiligeeey) new and cool gameplay features. 


Tales of Destiny 


Yeah, we 
that 
we've men- 
tioned Tekken 3 
already, but we 


just can’t wait! 


Action/Platform 
Light Gun....... 


Jommy Thunder 
Time Crisis || (Fall ‘99) 


To Be Announced @> 
Blake was very anxious to try out Hof- 
Shots Golf. Now we can’t seem to 
him from the game. Alll he talks 
about is his fabled hole-in-one, which 
we really don’t think ever happened. 


-High Heat (April ‘98) = 
Aqua Prophecy (Q1 ‘98) = 
Monkey Boy (01 ‘98) * 


Gamewatch: 


What is there left to say about this game? Metal Gear 
Solid looks to redefine traditional gaming as we know 


it. Unfortunately, you probably won't be able to play it 
until at least the forth quarter of this year. It has been 
delayed a few months, allowing the developers time 
to perfect and lengthen the gameplay. They wanted 
to add even more weapons and enemies, which 
should help to make the game even better. 


MQaAQNITOR 


IY a ! Since you've asked Chibi to cover some 

fighting terms in “Chibi’s Terms,” | thought 
I'd brush up on my fighting skills while he gives you 
the straight lingo on everything you need to play 
import fighting games! This will help all of you 
otaku when you pick up Bushido Blade 2, which we 
happen to cover further this month. Remember the 
classic fighting series King of Fighters? Well, SNK 
has taken the franchise to a new level with its latest 
adventure title King of Fighters Kyo! And for those 
of you who want to see magic and feudal weapons 
galore, check out our PSM Otaku Game of the 
Month—Soukaigi!!! Now excuse me while | practice 
my kata (forms)... Take it, Chibi! 


Import News and Notes 


m® At the ANA Hotel in Tokyo's Akasaka ward, the 
Computer Entertainment Software Association (CESA) 
held a press conference regarding the "Campaign to 
Eradicate Illegal Software.” Alongside CESA onstage 
was the Association of Corporate Computer Software 
(ACCS) and the Association of Corporate Japanese 
Personal Computer Software. The main goal of this cam- 
paign is that “game software have the same distribution 
rights as movies.” It's aimed at stopping the sale of used 
software without a permit. A symposium regarding this 
topic was held at the Spring Tokyo Game Show ‘98. 


b> The Fair Trade Commission made recommendations 
concerning Sony CEl's antitrust law violation of restrict- 
ing PlayStation game software prices. According to the 
Commission, Sony CEI faces three allegations: (1) Regu- 
lating software sale prices at retail stores; (2) Prohibiting 
the sale of used software; and (3) Demanding that retail 
stores can only sell to general consumers, and whole- 
salers can only sell to retail stores (banning the flow of 
the product into illegal channels). Sony CEI was quoted 
as saying that “All of these things are not illegal prac- 
tices." Sony hasn't complied with the recommendation, 
and indicated that it will fight this matter out in court. 


Banzai Chibi-Chan illustrations by Robert DeJesus 
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The latest news and notes from the 
Land of the Rising Sun, featuring our 
very own Bill Paris-san! 


ssu! | just flew in from 
Kansai International Airport 
with a suitcase of goodies to drop 
On you. This month there have been 
many anime-style releases, including 
Slayers Royal, Tail Concerto, Speed 
Power Gunbike, Neon Genesis 
Evangelion, Tale of the Dupion Cocoon, 
and Luna Silver Star Story. Yes! 
Otaku unite! Ikuze!!! 


layer’s Royal 


adogawa Shoten will release 

its RPG Slayer's Royal for the 
PlayStation on April 23, 1998. This title 
is a port of the Sega Saturn version 
released July 25, 1997. The Slayer's 
series is based on the fantasy novel of 
the same name published in the 
Monthly Dragon Magazine by Fujimi 
Shoboh Publishing. Presently, there 
are more than 20 volumes between 


his title from Sammy 
completely simulates 
bass fishing in two different U.S. 
lakes, which have been perfectly 
reproduced. Since the game is 
Dual Shock compatible, your con- 
troller will vibrate vio- 
lently as you battle 
against the fish! 
> There is no fishing rod 
peripheral yet, but give it 
time! In the meanwhile, 
you'll just have to make 


the most of anal 
(and that ain’t so bad!). 


they will move according to their own personality! 


control 


ences. The game's 
story is an original 
one composed by 
Sakamoto Shin, the 
creator of the 
series. Characters 
from both Slayers 
and Slayer’s Special 
appear in the game. 


The — PlayStation 
does have some 

This battle i I-time, if 
theese pores Gate Lica DoW a) slement 


however, including 


Slayer's and the Slayer's Special, plus 

a TV anime, OVA, CD Dramas, and character mer- 
chandise. The stories and game systems in the Sega 
and PlayStation versions have no fundamental differ- 


Tail Concerto 


True to its cartoon roots, Bandai delivers in 

this super-cute Dual Shock compatible 
action title, due out at the beginning of April. You 
maneuver a humanoid police dog by the name of 
Waffle in a 3-D environment as he goes on various 
adventures. Waffle’s mission is to do away with the 
evil Black Cat Group, which is operating around 
Waffles country of Prelly. While doing this however, 
he is gradually embroiled in a conspiracy of mam- 
moth proportions, which involves dog-people, cat- 
people, and the King. 

Tail Concerto’s fundamental gameplay consists of 
scurrying around trying to find clues, fighting ene- 
mies, and watching the story unfold. The vacationing 
Waffle is ordered by the police chief to arrest the 
Black Cat Group, who are behaving violently in the 
town. He gets inside his police mech and marches 
out with a sigh. If you capture all of the cat-children in 
the wine storehouse, you set out for the public 


five mini games, 
Dual Shock compatibility, and movie-quality anima- 
tion. The main characters in the mini games have all 
of their special features, so fans will be happy. 


Waffle will certainly 
have his hands full trying 
to keep all of those trou- 
blesome cat-people in li 


square at the top of the town to find the Black Cat 
Group leader. However, the Black Cat Group has 
stolen the coal used as the power source for the ele- 
vator that takes you there. You then realize that the 
cat-children have taken the coal! It looks like you'll 
have your hands full making out all those citations! 
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TOP 10 SELLERS 
IN JAPAN er 


TITLE 


Brigandine 
Enigma.. 


PUBLISHER GENRE DATE 


Easeley Staff.... Simulation... 4/2/98 

. Adventure 4/2/98 
Gekisoh Grand Racing..... RACING soesssessseensersseeneers A/2/98 
Last Train... : acc decear CRRA Adventure 4/2/98 
Side Pocket 3...... . re eee : : : ODIO sxstssssntisesaciensansoiees dy VOOR 
Bass Fisherman....... i SAMY 3 2 ats ie omrersauaccigicaieon SOUNMIALION: 4/23/98 
Detective Mitsuo Jinguji: A Dream's End.. ist ..Data East ssi ssssrsssneerneeresenn ACVENTUTE ... . 4/23/98 
Guilty Gear... : 5 sate System WOFKS ....cesosssesssseee Fighting sesernsseerreeeA/ 23/98 
Jun Classic C.C. & Lope ‘Club . T &E Soft : rsattadnaeetimrers aligns . 4/23/98 


Slayer's Royal........ sssteeseeeeeadogawa Shoten RPG... ssensanieeansonnnnsn cf 20/90. 
Speed Power Gunbike.............. Sicanoenneneae Sees ioteatssedeniee Z Action 4/23/98 
Thoroughbred Breeder: World Champ . ; 7 esosesebeseeeetsesesesesnsonenereneneees eS MULAEION, 4/23/98 
Fox Junction... wae ere AdVOMtUTE -..sesesscsereeseeeeseA/29/98 
ee bert 7 Planetary Attack Squad Little Cats fre i aseonsensecoeesseesoesenseessesaneesseeon OHMTULBUION, 4/29/98 


Ee auE DUNGEON HAE. BeelZ@DUD .......ssssessernnsoseren Sas Racing sseosscsrnseneesssnnens tart OF April 


: Tail CONCErtO ......sssseneee i : ° Shepton Action Start of April 
SEG awe ee Star Monja...... Seheaaeeeciens 3 ms ‘ simulation End of April 


Fighting Gate. serie eased etl ae ce Fighting weet BA 
= 2. GRAN TURISMO Hercules’ Big Adventure — is 2 eee TAR Gees sees sos BA 
Sony CEI; released December 23; Legend of Heroes: Legend of Hideo 1 &2 3 eaieecse eee RPG TBA 
copies sold: 753,665 Legend of Hideo Ginga. Tokuma Shoten . sesso SIMULALION secs TBA 
ALES OF DESTINY Neon Genesis Evangelion: Steel Girlfriend Gainai shes estes Adventure wos ABA 
Namco; released December 23; 


Place Stadium 3.0.0... bia hiseasectabg ‘ ...Banpresto ...... if tbe SOONG sesciteecssieiei TBA 
copies sold: 540,332 


Private Instructio Simulation TBA 
@ 4 CRASH BANDICOOT 2 


Tempest X3......... e eae sis licseeeatGavnc cece eae OOUNG, TBA 
Tokyo Demon School Swordfighting Scroll 25 sepa pints . oe SIMULARION .cseesnesvseeees 

Sony CEI; released December 18; 

copies sold: 507,466 


A 5. MOMOTARO ELECTRIC RAILWAY 7 Chibi’s Top April Picks 


Hudson; released December 23; copies 
sold: 420,058 PICK #1: SPEED POWER GUNBIKE 
J 6. DENSHA DE GO! It's the distant future. A new race of beings called Michi unexpectedly make a vio- 
Taito; released December 18; lent invasion on mankind, who are on the verge of extinction. The survivors decide 
Copies sold: 383,698 to fight back. They put together the Gunbike Special Assault Unit, made up of transform- 
& 7. MINNANO GOLF ing mecha. You can transform into Armored Fighting Robot mode, Armored Rally mode, 
Sony CEI; released July 17; or Speed Bike mode. The speed bike closely resembles the Cyclone mech from 
Copies sold: 217,606 (in last 2 weeks), Robotech. You can choose from three characters: Ippei [the leader of a bosozoku (speed ae bs ee 
tribe)], Major Nohno (a military officer), or Ahmi (a robot made to be a Gunbike rider). Treat far sna ap agains Hel MERN! 


1,187,410 total 
A( 8. MOBILE suIT Z GUNDAM Michi to a severe beating!!! This game looks like a hot one, so watch out! 


Bandai; released December 11; 
copies sold: 209,556 


A 9. WANDERING KENSHIN: 
ROMANTIC MEIJI 
SWORDSMAN CONVERSATION 
Sony CEI; released December 18; 
copies sold: 159,259 


t 10. PUYO PUYO SUN 
Compile; released November 27; 
copies sold: 101,554 (in last 2 weeks), 
155,268 total 


iy 
Ss 


PICK #2; NEON GENESIS EVANGELION: STEEL GIRLFRIEND 
Gainax has announced that it will port the popular PC adventure title Neon Genesis 
Evangelion: Steel Girlfriend to the PlayStation this April. Stee! Girlfriend is set in 2015 
A.D. Back in 2000 A.D., half of mankind perished from a disaster in the South Pole (the 
“Second Impact"). Now the earth is being invaded by “Angels,” an enemy of unknown 
intent. You play the hero Shinji Ikari, and the story pivots around a female junior high 
school student named Mana Kirishima who has just changed schools. The main charac- 
ters in the game are loosely based on chapters eight to 13 of the anime Neon Genesis 
Evangelion, although the game is slightly different from the TV anime. 

“(As if the Second Impact wasn’t enough, now the earth must contend with invading Angels! 


©1997 TOKUMA SHOTEN Co,, Ltd. INTERMEDIA COMPANY 


by len Ossu! Paris-san has given me this space every month to teach you Japanese 
game terms, so you can get more information out of your Japanese magazines 
and games! Here is everything you need to play Japanese import fighting 
games, whether empty-handed or weapon-based. 


punch waza move, ability ithe 
ist hissatsu-gi.....super move, deadly : BE 
kikku .... ick blow, deathblow : BE 
BH kakutoh..........a (hand to hand) fight renzoku-gi......combo, consecutive : #6 
BA shohbu..........€ Match, a game, a moves : a kamakiri 


contest, a bout, fight urawaza......... cheats, codes (lit. : #¢ hebi... 
Fons taisen... iti “inside ability”) ae sasori 
WR taiketsu......... Hee ie 
confrontation EES ine 
fl++ > doh-kyara.......same character ja judo. 2 ae 
+ -v SHtHE doh-kyare-taisen........ shadow AAI aikido H cal 2 
match =; aie KENPO... “way of the fist” jew | ) WAGER amas! 


m | 


Bushito Blade 2 Update Meikyo Character Stages 


n Bushido Blade you could only shoot along the surface of the land, but In 
Bushido Blade 2 you can fire up or down! To counter this, characters can do 


continuous jumps to avoid the bullets. Now you don’t have to run zig- 
zag everywhere to escape getting shot! Shooting guns also has its 


2 ; 4 Terraced Fields (Kannuki’s 4 Mountain Pass (Natsumi’s A Abandoned Train Station 
weaknesses—bullets can ricochet, and you have to change clips. Path): This stage has four Path): This stage has gently (Mikado’s Path): In this level, 
“ which i tiers. The first and second tiers rolling hills. tn th the station and the train 
In the “Top Mode (which is expected tobea Story ene penpals es sloping, i Pi te 2 ote ation ane the te ight 
Mode), the Meikyo and the evil Shainto swordfight- on them that you can useas to jo fiht home In this screen, on. Here you see Mikado and 
ing schools battle each other on six different stages. @ shield. You can also attack = Natsumi is coming up behind a small ninja running above 


In these stages, small ninja and support char- 
acters, along with main characters, hinder your 
advancement through the game. If you defeat the 
main characters, the support characters appear 
to lend assistance in a fight. On stages where 
the support characters appear, you 


from an upper tier, a small ninja. 


and below each other. 


4 Schwarze 
Kote | control the support character. If 
Cat): This gun- the support character is defeat- 
ting charac- H 
Teetete into fight the proper cone, Aiuban ee 
set Bash j papeciice cee ee dus linger fot A Underground Parking Lot A Ferry Platform (Gengoro’s —_—_& Cliff (Jo’s Path): This cliff is 
Blade and tions are met, you can use a beaeyesrieasts wee the (aun Bony pie Heath Path}: the aut of anis. pilin LEG NS 
the sequel as Support character from the inthe first Bushido Blode, She go there ete ay cor: ul aw ceroren slopes ee. cree a rae 
the pet Bice His beginning of a game and enjoy Bee inks Loci te area you fight in much nor. laid out for you maneeues off? If you do fall off, does 
yore rongeonel h lightweig rower. long weapons a matel n that lead to a separate 
ee 1 tie make a a___ that character's story. easy for her to use. ee Cool Coe ate Sisseaste 


ON ee 


Taleofthe = We 
Dupion COCOON Se 


ag hero, Levant, has a somewhat different power than what you are 
normally used to. Levant is a Cocoon-Spinner! He can trace his lineage 
back to many generations of Cocoon-Spinners in his village of Cyrus. 
Levant's father, known as the “Lion of Parel,” was also a Cocoon- 
Spinner. However, one day he suddenly disappeared from his wife ~ 
and children. Although he was still a boy, Levant continued his & 
APY coxa sori activities. This ability has to do with the exter- 
mination of monsters or demons. Not only do you have to do 
battle with these evil creatures, but you have to encase them ina i 
specially-made cocoon! You can then summon demons using 
these cocoons and compose an army of them. 
Unfortunately, the villagers of Cyrus don't take too kindly to 
Cocoon-Spinners and their special powers. The plot further <—~ 
thickens with the introduction of Levant's bride, a shaman named Mahv. 


> 


artist Katsumata Kondoh (Kiki's Delivery Service) to make the character 
», designs! This looks to be an interesting title for anime fans. 


“Luna Silver Star olory 


iT RPG Luna Silver Star Story is scheduled to be released 
iT Kadogawa Shoten and ESP this May. Luna Silver Star 
Story: MPEG Edition, released in June 1997 for the Sega Saturn, 
was used as a base for this port. Many fun items and high-quality 
visuals have been reproduced for the PlayStation version. 

The story takes place on the Blue Starlit world Lunar. It involves 
two primary characters: a boy who travels to find the legendary Dragon 


he latest RPG from Genki is set for release sometime this year. Our ¢ 5 


GE! GET 
ME DOWN, his spring, SNK will release an _as well. He sets out for 
TOMODACHI! adventure title incorporating the Chinese Special 


the King of Fighters series. The story 

takes place after the KOF ‘96 

Championship, with the player control- 

ling Kusanagi Kyo. It begins when Kyo 

is issued a challenge by three members 
a of the Sendoh family—Kyoji, Junko, 
\ and Shota. Kyo must search for the 
gh friends who will fight alongside him in 
KOF 97, and his search will take him 
through America, Asia, and Japan. 

In Japan, Kyo's father Saishu asks 
Kyo’s girlfriend Yuki and Atena to send 
a letter to Kyo's cousin, Shigekazu. 
Shigekazu received his training from 
childhood with Kyo, but hasn't used his 
fighting skills in years. Kyo goes to 


4 Shigekazu to ask him if this is true, and 


to tell him of the destiny of the 


Mahv is a Cocoon-Spinner as well, plus she comes from the Shaman Kusanagi clan. baud 
“J Hamlet, which is all the more reason to be shunned by the Cyrus folk. In Asia, Yuki is embroiled in a con- many adven- 
kh If this RPG's story isn’t interesting enough, it also has CG rendered spiracy involving a group known as the peat 
fee backgrounds with polygonal characters. They even brought in veteran “Giant Serpent.” Kyo becomes aware _ it to the KOF 


of this, and wonders if the group's 
sphere of influence reaches into Japan 


The King of Fighters KYO 


Economic Zone. Here, 
Kyo will meet Robert, another 
character who will change his destiny... 

Prior to going to the KOF ‘97 
Championship, Kyo must travel to 
America. He meets up with Telly and 
Andy, and they head towards “South 
Town.” However, upon arrival they find 
that there is a strange, widespread dis- 
ease in the town. According to their 
information from “Blue Mary,” this was 
engineered by a large pharmaceutical 
company! Once your business is done 
in South Town, it's finally on to the 
Championship. Two of Kyo's partners 
will now be chosen to fight with him. 
Ganbatte, Kyo-kun!!! 


Championship. 


Master after having a dream, and the weaving-girl the youth is enamored with. 
The game's fundamental system follows that of orthodox RPG stories, with 
the additions of animation being played during big events and voices 
accompanying the characters’ words. The dungeon makes it easy to 
ascertain the location of the enemy characters, and the game uses the Al 
Learning Automatic Battle System. The story has a deep message, and 
beginners and hard-core gamers alike should enjoy the game's contents. 


During conversations or events, there is an extremely abundant amount of ani- 
mation. It doesn’t take long at all to read the parts of the game with text! 
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YUWAAAL 
THIS GAME IS AN 
OTAKU DREAM... 
SQUARE, YOU ARE 


his 3-D, polygonal action/adventure game from __ flourishing) stones. The Garan stone appeared just 
Square combines Bushido Blade with Square’s after the Japanese islands were created. Around 
special RPG touch. Soukaigi will be released this spring 12,000 years ago, three wicked wizards known as 
in Japan, but at print time we'd heard no official news — shibisen (Purple Incognito Wizards) came across 
regarding a U.S. release. the sea from the West. Their brethren, who were = 
The story takes place in December 1997. good, used the ohki as a source of power, but 4.Naeye eed Paes Rees oe ena tee 
Mount Fuji has erupted and split in two. Soon these evil wizards used the suikias their source + own power. No one is stronger than him when it 
afterwards, each part of Japan was simulta- of spell power. somes fo repellnid attucks: 
neously rocked by large multiple explo- On the “Day of Garan,” when the sky 
sions of unknown origin. The release of above the earth was full of suiki, the yori-gami The Garan 
this energy produced a giant ball of fire (attacking spirits) began to strut about the Earth, stoneslsia 


source of 
with a radius of 31 miles, scorching a wide using the suiki as a source of food. The ~ magical 
area of the Earth. Every single thing in the shibisen’s existence was threatened by that of Powenty 


Soukaigi. 
surrounding area was fused together, and all —_ 
that remained was a giant black stone pillar 
with an overall length of 93 miles and a diam- 
eter of 6.2 miles. Japan lost a third of its pop- 
ulation with this disaster. In each part of Japan, 
grotesque monsters also began to appear. On 
this day of chaos, a fateful event occurred to 
our heroine, Mizuho Mikanagi, changing her % _ dotted with ohki, which are the real key to advanc- 
destiny forever.. Ree &"° far throughout the game. 

The story of Soukaigi centers around g The spells, beasts, and other RPG ele- 
the Garan stone known as a suiki (energy- ments make this one of the most interest- 
weakening) crystal, and "fragments of pillars Mizuho and Naoya before ing Square action releases to date. Keep 
from this present world” called ohki (energy- (ey CCG your eyes on the import shelves! 


the yori-gami. In response to this threat, 
they took the ohki and formed the suiki- 
purification organization gohorin 

(Five-Directional Wheel), aimed —_z 
at the destruction of the yori- 
gami. The heroes of this. {iy 
time knew that Japan was es y 


y 
@ 


Mizuho Mikanagj is the 
hero of the game. 
Although she wore a 
blazer and long hair 
before the Day of 
Garan, she now wears 
her hair short and has 
a battle uniform. 


The triangle button controls your jump- The circle button controls the juhojustu The square button controls the shintsu- The X button controls weapon-based 
ing. If you continue to hold the button, you _(art of spells) in two ways: confining an soku, a jetpack-like method of travelling attacks such as swords and arrows. These 
can turn in mid-air (up to 180 degrees). If | enemy’s movement with a force-field, or at high speeds. You cannot change direc- weapons differ depending on which character 
you are close to a wall or edifice, you can _ inflicting eight types of direct attacks. You _ tion in mid-flight, so you must exercise you choose. Despite the fact that Soukaigi 
scale it using this technique. It lets you can attack enemies with one character, or _caution when using it. You could break takes place in the present, feudal weapons 
reach greater heights than with a jump. fight a single enemy with many characters. your neck at those speeds! are your best friend in this game! 


z Whew! These yari (spear) techniques can 


take alot outof you. Now, if | could only try them out on 
some Bushido Blade 2 characters...hmm. I'm sure that all of 
you faithful otaku out there have bought your copy by now. 
Chibi and | will go take ourselves a long-deserved break and 
check out some Drunken Master 2 and Fong Sai Yuk on video. 
| wonder if they could make a Jet Li character for a video 
game? Let me know what you think! See you next 


ALREADY I SEE 
MORE ANAZING 
GAMES ON THE SHORES 
OF JAPAN! JUST WAIT 
UNTIL WEXT MONTH, 


AAAAAAAAAAAAAAAAAAAAAAAAAAAA ALE APRIL a 


FREVIEWS 


this month's new games, professionally 
tested by the world's best playstation reviewers 


Even though the PlayStation is clearly the 
best videogame console on the planet, it's 
still going to have its share of clunkers. 
Don't worry, though—you're armed with 
PSM, so you'll always know the score. 


THIS 
NIONTH'S GAMESE 


Beast Wars Transformers 


HotShots Golf... 


Theme Hospital. 


Bo ith the outrageous success of Resident Evil 2 in tow, Capcom's 


THE PSM RATING ScALe 


( ww } e here at PSM want you to know that we take 

our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional “five-star” ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


WHAT THE RATINGS MEANE 


A PlayStation classic that no fan should be with- 
out. A can't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the 
genre, you should definitely check this one out. 


Apretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one—it's 
not worth one second of your time. 


Coeee 


Publisher Capcom Developer Capcom 
Type RPG Players 1 Rating T Discs 1 


“1 | latest release is another long-awaited title that gamers everywhere 
will be glad to get their hands on. And Breath of Fire Ili, the third installa- 
tion in the series that Square initially released for the Super NES, is certain 
not to disappoint. Visually, the game features a seamless mix of texture-mapped 
polygonal backgrounds and highly detailed, hand-drawn, sprite-based characters. 
Because the backgrounds and environments are polygonal, the game's controls 
allow you to rotate the camera to search for items and characters that may be 
hidden behind objects on the map. This figures heavily into exploration and puzzle- 
solving and creates for a good deal of player interaction. It's the intricate and colorful 
animations of objects in the environment as well as the characters themselves that really draws you into the 
world of the game. 

The BOF series has long chronicled the conflicts between humans, gods, and the Brood, a race of incredibly 
powerful dragons. Breath of Fire II! keeps much in the same stead. You begin the game as Ryu, a bewildered 
dragon pup being chased down as a monster. As the story progresses, you'll witness Ryu go through a few trans- 
formations as he discovers more and more about his lineage and how it figures into the cycle of life in his world. 

You'll be accompanied by a series of several characters, each with their own weaknesses, abilities, and contri- 
butions to your quest. Much like Wild Arms, each character also 
as its own skill that can be used to discover secrets or to 
progress through dungeons. For instance, Momo is able to blast 
through weakened walls on the map,and Ryu is able to slash 
through bushes with his sword. You have so many options for 
exploration and discovery that the game has almost a limitless 
eel to it. Breath of Fire Ill also packs in so many different fea- 
tures that it's impossible to mention most of them during one 
review. With countless sub-quests, secrets, and optional mini- 
games to play, you'll soon discover all the elements that make 
this such a solid game. The fishing segments in the game are 
entirely addicting! 

The most important factors in any RPG are character and sto- 
tyline, and Breath of Fire II made sure not to overlook either of 
them. Clever use of sound effects (including some very Street 
Fighter-esque voice samples during battle), detailed animations, 
and well-written, often humorous dialogue makes this a truly 
endearing adventure. Although the premise and look of the 
game may seem overly simplistic compared to the gargantuan 
productions of recent RPG offerings, Breath of Fire II packs in a 
ton of detail and depth in the play mechanics and storyline. To 
shrug this game off as simply “more of the same” in the role- 
playing department would be a crime. Don’t pass it up. 


4 As the game progresses and the storyline 
unfolds, you'll travel across oceans and deserts 
in search of mysterious gods. 


D> THE GRAPHICS ARE NOSTALGIC, COLORFUL 2-D PERFECTION 

> THE MUSIC IS BEST DESCRIBED AS BIZARRE, JAZZY MUZAK 

Gf) THE CONCEPT Is TRADITIONAL, BUT REMAINS INCREDIBLY INVOLVING 
D> I'LL PLAY IT UNTIL | BEAT IT AND MASTER FISHING! 


PSM Finat Score: 


WITH A LOT OF ATTENTION TO DETAIL AND 
CHARACTERS, CAPCOM LANDS A WINNER RPG! 


4 Spells and abilities allow for some veryicook cool 
visual effects in battle, due to the hand: 
nature of the characters. 
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REVIEWS 


Beast Wars 
Transformers 


> Se 


4 Beast Wars Transformers manages to show exactly why 
licensed games have such a bad reputation. 


Publisher Hasbro Interactive Developer Takara 
Type Shooter Rating K-A Players 1 Discs 1 


icensed games are more often than not a disap- 
pointment, and Hasbro's Beast Wars is a perfect 
example why. It's clear from the very start that the devel- 
oper was forced to sacrifice gameplay to maintain the 
authenticity of its license. The entire game is modeled 
around forcing players to transform their robots time and 
again, just to reinforce the Transformer concept. 

In robot form, you slowly lose power to the environ- 
ment and must shift into animal form to regain your 
strength. The problem is that in animal form, the robots 
can no longer fire weapons at the enemy. So essentially 
the game becomes a shooter that punishes you for 
shooting too much. Each of these pointless transforma- 
tions takes several seconds and pull you out of the 
action, leaving your robot unprotected from enemy fire. 
Few things are more frustrating than watching your char- 
acter go through a slow, canned animation while it gets 
hit by enemy gunfire. 


Gameplay is not the game's only problem, howev- 
er—the level design and mission objectives are trouble 
spots in and of themselves. Each of the levels are flat out 
boring after a while, and the vague mission objectives 
hardly stimulate your imagination. The graphics engine is 
disappointing as well, suffering from slowdown, clipping, 
and bad camera angles. If not for Beast War's variety of 
special effects, the graphics would be a total loss. 

The soundtrack and sound effects are this title’s only 
saving grace, but unfortunately they are not enough to 
raise the title anywhere above mediocrity. In the end, 
Beast Wars is just another uninspired, unenjoyable 
licensed game that should have been much better. 


D> THE GRAPHICS ARE DARK AND UNINSPIRED 

D> THE SOUND IS THE GAME'S ONLY SAVING GRACE 
D> THE CONCEPT IS MARRED BY THE LICENSE 

D> VU PLAY IT...NEVER AGAIN 


PSM FINAL SCORE: 


TURN IT OFF AFTER THE FMV OPENING 


Shadow Master 


Publisher Psygnosis Developer Hammerhead 
Type Shooter Rating T Players 1 Discs 1 


LL) uscious graphics, excellent visual design, and 
phenomenal special effects are all things we've 
come to expect from Psygnosis, and Shadow Master is 
no exception. But with such gaming masterpieces as 
Wipeout XL and Colony Wars under its collective belt, 
we've also come to expect something more from the 
company's offerings: a deeply rewarding gaming expe- 
rience. Where Shadow Master delivers copiously from 
a technical vantage point, it falls gravely short in respect 
to gameplay. 

Make no doubt about it—Shadow Master is as 
action-packed as blasters come. It touts some of the 
most blistering explosions and action yet seen on 
PlayStation, and combines it with trademark Psygnosis 
visual flair. In fact, few games can convey the lush, 
organic feel that Shadow Master does so solidly. And as 


with seemingly all of the company's games, its cinemat- 
ics are truly Hollywood caliber. 

But underneath the game's drool-inducing outer 
shell lies a shallow, mindless gaming experience. 
Shooters are intended to be frantic, but Shadow 
Master takes it to a undesirable extreme, delving into 
the utterly mindless. The action becomes tiring far too 
quickly, and to compound matters even further, there's 
just not enough variety in the game's design to keep up 
the interest level for any amount of time. Repetition 
ultimately prevails over any of Shadow Master's 
redeeming qualities. 

For hopeless shooter fanatics, or anyone who wants 
to zone out and blast wave after wave of relentless bad- 
dies for what seems like eternity, Shadow Master might 
just fit the bill. Anyone looking for a diverse or rewarding 
action experience may want to look elsewhere. 


> THE GRAPHICS ARE SIMPLY BREATHTAKING 
D> THE MUSIC IS LOOPING “METAL LITE” 

D> THE CONCEPT SHOULD HAVE STAYED 2-D 
D> I'LL PLAY IT WHEN I'M REALLY, REALLY ANGRY 


PSM FINAL SCORE: 


HOPELESS SHOOTER FANATICS ONLY NEED APPLY 


4 Shadow Master may be mesmerizing on the screen, but 
an utterly mindless gameplay experience lies beneath its 
candy-coated exterior. 


Publisher Sony CEA Developer Sony CEI 


Type Golf Players 1-2 Rating K-A Dises 1 
ry an, this game is great—tt really is! The best part is 
that it can be fun even if you've never played real 
golf, or have no interest in actually playing golf at all! 

Sony created HotShots Golf with the average 
PlayStation gamer in mind, with a smooth, easy-to- 
understand interface that plays more like an arcade 
game than a true golf sim. And while this probably won't 
be the game of choice for golf purists, it's perfect for 
everyone else. After all, in Japan this game is called 
Minna No Golf, which almost literally translates to 
“everyone's golf.” HotShots still has quite a bit of strate- 
gy, but it focuses on the most basic golf skills. 

You can play in several different modes: Stroke, 
Tournament, Match Play, Training, and Vs. Mode (play- 
ing a quick nine or 18 holes against a friend is guaran- 
teed fun). You can also take lessons to brush up on your 

Ro skills, or play a few holes of Mini Golf to practice 


your putting. HotShots also keeps track of player data, 
such as your lowest scores for each course. Replays of 


4 Hotshots’ arcade-style gameplay may drive golf purists to 
toss their clubs, but it’s just right for the casual player. 


your best shots are automatically saved, so you can 
view them later on and brag to your friends. And as if 
all that isn't enough, you can open up extra courses and 
characters! This feature gives the game an even 
greater replay value because you'll want to unlock all 
the secret goodies. 

HotShots Golf was really done well. Our only real 
gripe is that while the game has plenty of different 
characters, their animations are stiff and their personal- 
ities are too flat. That's just us being picky, though. 
Hard-core golf realists probably won't appreciate the 
big-head characters and simplified, arcade-style game- 
play, but it’s just right for everyone else. Just try it and 
see for yourself! 


> THE GRAPHICS ARE DECENT; THE COURSES LOOK GREAT 

>> THE MUSIC IS STANDARD, BUT THE ENVIRONMENT SOUNDS ARE NICE 
> THE CONCEPT CREATES A FUN GOLF GAME FOR EVERYONE 

> VU PLAY IT FOR A LONG TIME TO COME 


PSM FINAL RATING: 


‘A SLEEPER HIT THAT DESERVES A LOOK 


APRIL * 


REVIEWS | 


NCAA 


March Madness 


Publisher EA Sports Developer EA Sports 
Rating K-A Type Basketball Players 1-8 Discs1 


ith all of the incredible sports games on the 

PlayStation, it's shocking that college basketball 
has been largely ignored. Mindscape released the dread- 
ful NCAA Final Four, but that was just added misery to 
the many college hoops fans dying for a decent game. 
Come to think of it, the last acceptable college basket- 
ball game was Coach K on the Genesis. Thankfully, EA 
has stepped up to the plate with a solid college b-ball 
game, though it isn't without flaws. 

NCAA March Madness is based on the NBA Live ‘97 
engine, which means no fade-aways, cross-overs, or 
direct dunks. However, using the older engine allowed 
the game's developers over a year to focus on gameplay 
and balance. While the graphics don’t compare favorably 
with other basketball games, there is no denying that 
this game is one of the most balanced basketball games 
in years. The two-player game is challenging, exciting, 
and basically a ton of fun. Don’t take this the wrong way, 
though—the same flaws that have plagued the Live 


pune 
_ DUKE 


4 Accurate ratings and skin color ensure you can recognize 
college stars like Antawn Jamison, even without their names. 


series remain intact. The flopping players, slippery con- 
trol, and jumbled key take away from the game, but a 
huge improvement in computer Al is almost enough to 
forgive these considerable gripes. Computer opponents 
tun zone defenses, press when necessary, and play 
some of the toughest defense we've seen. For the first 
time in recent memory you actually have to move the 
ball around to get off an open shot, and if the shot isn’t 
open the percentages of it going in the bucket drop dra- 
matically. It's hard to believe a feature this simple as this 
is actually innovative, but sadly it is. 

The accurate ratings of 107 division | teams and play- 
ers is spot-on. The season play, tournament, and bal- 
anced difficulty levels make NCAA a game that is defi- 
nitely worth playing, which is something considering the 
garbage developers have tried to pass off as college 
hoops in previous years. Alll in all, NCAA isn't perfect, but 
it's as good as it gets for now. 


D> THE GRAPHICS ARE JUST BARELY ADEQUATE 

D> THE CONCEPT IS NOW MUCH MORE BALANCED 

D> THe MUSIC IS STRAIGHT COLLEGE BANDS 

D> 'U PLAY IT BECAUSE ITS THE BEST COLLEGE GAME AVAILABLE 


PSM FINAL SCORE: 


THE BEST COLLEGE HOOPS GAME SO FAR 


a APRIL 


‘Theme Hospital 


4 Building and maintaining a hospital is a lot more fun 
than it sounds. 


Publisher Electronic Arts Developer Bullfrog Software 
‘Type Simulation Rating K-A Players1 Discs 


he PlayStation has been home to a very 
few number of quality sims, so it's 
nice when a title like Theme Hospital makes 
an appearance. Playing the role of a man- 
ager, it's your responsibility to make deci- 
sions about every facet of your hospital. 
You will have to build it, hire the staff, and 
even balance the budget. Every choice you 
make will greatly affect the future, so you have 
to think carefully about every decision. Fortunately, 
the interface for Theme Hospital is well-designed and 
easy to navigate through, so you won't have to spend 
valuable time trying to decipher any complex menus. In 
fact, an included tutorial helps explain the major aspects 
of the gameplay. 

At the start, you only have to worry about a small 
hospital and a few simple diseases, but as you gain 
experience, the hospitals become larger and the dis- 
eases become much harder to cure. And just when you 
think you have it all under control, an epidemic breaks 
out, or you start to lose patients to a competing hospital. 
You will always have to be on your toes if you hope to 
stay profitable and successful. 

This near-perfect sim only has two drawbacks. The 
first is that it has no multiplayer support whatsoever. It 
would been great if Bullfrog had included a link cable 
mode so gamers could compete against each other's 
hospitals. The other drawback is really only a small gripe. 
Considering the rather intricate menu system, the game 
should have also been mouse-compatible. Not many 
people may own that peripheral, but it just makes sense 
for this game to support it. 

Still, EA managed to bring a very competent sim to 
the PlayStation that is both unique and addicting. The 
plethora of options will please the hard-core sim fans, 
while the smooth learning curve and included tutorial 
makes the game enjoyable to newbies. Run to the store 
and pick Theme Hospital up, you won't be disappointed. 


D> THE GRAPHICS ARE CLEAN, SIMPLE, AND WORK WELL 
D> THe MUSIC IS NONEXISTENT 

D> THE CONCEPT IS EXTREMELY ORIGINAL 

D> YLL-PLAY TT UNTIL | DESIGN THE PERFECT HOSPITAL 


PSM Finat SCORE: 
L 


ALNEAR-PERFECT ATTEMPT AT A SIMULATION GAME 


Newman/Haas 
Racing 


Publisher Psygnosis Developer Studio 33 
Type Racing Players 1-2 Rating K-A Discs1 


sygnosis claims to have substantially reconfig- 
E ured and rebuilt the Formula 1 game engine for 
Newman/Haas, but it becomes obvious after even a 
cursory look that Newman/Haas Racing doesn't have 
much more to offer than either of Psygnosis’ F7 games. 
The graphics are purported to be high-res and run- 
ning at 30 frames per second, but the visuals just don’t 
live up to Psygnosis standards. The game suffers from 
drab textures, a lack of attractive effects, and an overly 
blocky and jagged appearance. The sound effects are 
adequate, but the commentary provid- 
ed by former Indy Car champion 
Danny Sullivan and ESPN/ABC 
commentator Bob Varsha is 
inane, repetitive, and grating. 
The gameplay is Newman/ 


iy MICHAEL ANDRETTI 


4 Newman Haas Racing features a number of top CART dri- 
vers and tracks, but it’s far from comprehensive. 


Haas’ saving grace, because you can't go very wrong 
with the basic structure established by the F7 games. It 
has the standard single race and championship one- 
player modes, an intriguing player vs. computer chal- 
lenge mode, and a superior split-screen two-player 
mode (featuring four Al cars in addition to the human 
contestants). Control is up to F7 levels in digital mode, 
and even better in analog mode. A basic car set up fea- 
ture allows you to fiddle with your ride, but it's a far cry 
from true simulation level 

For true racing enthusiasts, the most troublesome 
aspect of Newman/Haas Racing is the whole licensing 
issue. You can select from 16 big name CART drivers, 
and the game has a nice collection of 11 race tracks. But 
since Sony has the actual CART license for its CART 
World Series, Newman/Haas isn't nearly as comprehen- 
sive. There's no way to accurately recreate a season, or 
for that matter even a particular race. 

In the final analysis, Newman/Haas Racing is a satis- 
fying racing game if you've never played Formula 7 CE. 
If you have, the game is a disappointment because it 
fails to offer anything truly new, innovative, or exciting. 


D> LOOKS LIE THEY SHOULD HAVE LEFT THE FORMULA / ENGINE ALONE 
D> THE COMMENTARY HAS ONE UPSIDE—THE OFF OPTION 

D> Tie GAME IS A STEP BACKWARD INSTEAD OF A LEAP AHEAD 

D> I'LL PLAY ITF SOMEONE STEALS MY FORMULA 1 CE 


PSM FINAL Score: 


PsyGNOSiS TAKES ONE TOO MANY LAPS ON THE SAME TRACK 
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| REVIEWS 


Arcade's Greatest 
Hits: Atari Col. 2 


Publisher Midway Developer Midway 
Type Classic Collection Rating K-A Players 1-2 Discs 1 
| DU) ell, you can't argue with the math here. In Ar- 
cade’s Greatest Hits: Atari Collection 2, you get 
five of the best games ever made, plus one of the worst. 
The best, Marble Madness, Paperboy, Crystal Castles, 
Gauntlet, and Millipede are all-time, inarguable, stellar 
classics. If you take the worst, Road Blasters, at sheer 
comedy value, then even that represents a bargain 
These Atari classics are perfectly emulated for maxi- 
mum performance and accuracy on your PlayStation. 
Each game looks and feels just like its arcade parent, but 
with one glaring exception—trackball support. The 
games have analog control, but it's not the same thing, 
Marble Madness really needs the trackball, but the six- 
level-roll-the-ball-down-the-hill gameplay works just fine 
with standard and analog pads. Great music and still 


attractive graphics wrap that one up nicely. 

Millipede, the sequel to Centipede, is a short and 
furious blast that has the worst (oldest?) graphics on the 
collection. It's still fun to shoot the bugs and clear the 
evil-smelling toadstools out of your line of fire. Gauntlet, 
on the other hand, is a massively sophisticated blast, 
requiring teamwork (it supports up to four players) and 
strategy to battle monsters, ghosts, and a huge appetite. 

Crystal Castes is Pac-Man on amphetamines. Guide 
Bentley Bear around isometric 3-D mazes, avoiding 
super-dangerous creatures (like trees, for example) and 
collecting colored gems. Expanding on the Pac-Man vibe 
is a fast and furious jumping ability. Finally, Paperboy is 
the true American arcade classic. Ride through a glori- 
ously populated suburb, delivering newspapers to loyal 
subscribers and smashing the windows of those hous- 
es that haven't seen the light. Avoid obstacles, blast bad 
guys (with newspapers), and ride your BMX through an 
obstacle course. This game is tricky, intense fun. 

The good folks at Midway have done a perfect emu- 
lation job, but full credit must go to Atari, who came up 
with the games in the first place. Ah, but Road 
Blasters...imagine Space Invaders on a banana peel. 


4 Who could forget Paperboy? This game alone is worth the 
price of admission. 


D> THE GRAPHICS ARE ARCADE-PERFECT 

D> THe MUSIC IS MIXED AND MAD 

D> THE CONCEPT IS UNIVERSALLY SOUND 

D> TUL PLAY ITUNTIL IT'S DOUBLE OLD SCHOOL 


PSM Final SCORE: 


(ONE OF THE BEST NOSTALGIC COLLECTIONS YET 


Diablo 


Publisher Electronic Arts Developer Electronic Arts 
Type Action RPG Rating M Players 1-2 Discs 1 


4 You can visit the Overworld to talk to the townspeople or 
just buy supplies. Most of the action goes down underground! 


amers usually dread PC-to-console conversions 

because sacrifices are inevitably made to com- 
press the game into a console format, and the new ver- 
sion is rarely even close to as good as the original. 
Diablo breaks that mold and delivers a game that is as 
least as entertaining as its PC counterpart, and by far 
better looking. 

You must choose one of three character classes and 
then descend into a 16-level dungeon to defeat the evil 
demon Diablo. During your descent through the dun- 
geon, you will find many sub-quests, which will in turn 
help you find magic items to help you out. Along the way 
you will interact with many characters who will help or 
hinder you on your quest. 

The whole game is played from the isometric per- 
spective, and the graphics are beautiful. All of the mon- 
sters are large and well animated, and some of the spell 


effects are quite spectacular to behold—especially with 


the copious amount of colored lighting that has 
added since the PC version. oa 


The control scheme is now a directional interface, 
which is surprisingly efficient and easy to use. The 
action can get fast and furious the farther you get into 
the game, but luckily you can play with another player to 
help you tackle everything. With a second player, you 
are able to cover each other effectively and reach diffi- 
cult spots that a single player may have lots of trouble 
getting to. 

Overall, Diablo is not only an excellent conversion, it's 
an excellent game tailored to a console’s specifications. 
Kudos to Electronic Arts. 


D> THE GRAPHICS ENHANCE THE MOOD OF THE GAME CONSIDERABLY 
D> THE MUSIC WILL KEEP YOU ON THE EDGE OF YOUR SEAT 

D> THE CONCEPT IS SIMPLE, BUT WORKS BEAUTIFULLY 

D> 'UL PLAY IT THROUGH SEVERAL TIMES 


PSM FinaL SCORE: 


‘A NeW BENCHMARK IN PE:-T0-CONSOLE CONVERSIONS 


Gex: Enter the Gecko 


Publisher Midway Developer Crystal Dynamics 
‘Type 3-D Platform Rating K-A Players1 Discs1 


inally, several years after his premiere on the 3D0 
console, Gex makes his appearance in a sequel. 
Gex; Enter the Gecko marks Crystal Dynamic’s first 
attempt at a true 3-D platform title. 

The story opens up as two government agents 
inform Gex of the return of his arch-nemesis Rez. Appar- 
ently, Rez is up to his old antics and is trying once again 
to take over the world’s television channels. Gex is at 
first reluctant to help, but after a bit of convincing and a 
bunch of money, he finally decides to become a hero. 

As in the first Gex, comedian Dana Gould handles all 
of the snappy Gecko's voice-overs. Gould manages to 
infuse quite a bit of comedic personality into what could 
have been a rather average mascot. In fact, gamers will 
be amused at the quality and quantity of the comedy in 
Ge title. From the overall kooky design of the environ- 


ments to the wacky costumes Gex wears, you can tell 


the developers really cared about the 
game's details. 

Gex 2 features seven environments 
that are split up into varying levels. Each 
level pays homage to a certain cinematic 
genre, ranging from Sci-Fi shows to car- 


4 Almost every level showcases some sort of 
effect, such as translucency, fogging, and lighting. 


PlayStation 


toons to the classic Chop-Suey Kung Fu flicks of old. 
You will be traveling from area to area, fighting 
y aliens, dinosaurs, and anything else you can 
think of. There is simply no end to the variety 
you will find in Enter the Gecko. 

All in all, Crystal Dynamics has 
done a decent job of bringing Gex into 
the 3-D world. The camera, while still a 
bit problematic, works pretty well overall 
and can be adjusted easily with the L1 
and R1 buttons. The controls are also rather tight, which 
is a definite plus considering all the precise jumping and 
funning this game requires. So if you are a fan of plat- 
formers, give Gex 2a try. It may not be perfect, but it has 
definitely taken this genre in the right direction. 


> THE GRAPHICS ARE BRIGHT AND CARTOONY 
> THE MUSIC IS STRANGE BUT APPROPRIATE 
> The CONCEPT IS SLOWLY IMPROVING 

> Tu PLAY IT BECAUSE 11'S FUNNY 


PSM Final Score: 


‘A GOOD SOLID STEP FORWARD FOR THE GENRE ag 
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Action 
Mindscape 
SingleTrac 
10/80/96 


Steel Harbinger was one of the early second-generation 
PlayStation titles, and it showed what could be done 
with the console. Lighting effects, which are now 
extremely popular, littered the 3-D environments. You 
could drive cool vehicles like trucks and hoverdiscs, and 
the FMV segments actually looked very good. The mis- 
sion-based action also provided a change from other 
shooters, such as Interplay’s Loaded. 

Unfortunately, Steel Harbinger doesn't feature any 
Gameplay elements that would make it stand out nowa- 
days—everything the game did well has now been 
done much better. You'll notice that the missions were 
actually pretty bland and the action tended to get repe- 
titious way too fast. If you're in the market for an 
action/shooter title, go ahead and get something else 
Steel Harbinger is no longer worth your time. 


ORIGINAL Score: (toe 


New Scor 


hese are our ratings for some = Alundra 
of the games released over 
the past several months. Check ‘em 
out for any titles you may have 
missed, or just to familiarize your- 
selves with our thoughts on games. 
You don't have to take our ratings at 
face value alone—think of Backlog 
as “review calibration.” This way, 
you can judge for yourself which 
titles to spend your hard-earned 
cash on, and which ones to avoid. 


Bug Riders 


APRIL 


Arcade's Greatest Hits Vol. 2 
Auto Destruct 
Bloody Roar 

Broken Sword 


CART World Series 
C&C: Red Alert 


Cool Boarders 2 
Courier Crisis 


Critical Depth 
Dragon Ball GT Final Bout 
Duke Nukem: Total Meltdown 


hits? Wonder no longer, as PSM has gone back 
PlayStation’s classic game: 


have what it takes to be number one ai 


Ne've replayed tr 
hen r 


dards. How did they compare? Read on and find 


Fighting/Strategy 
ar: THO 
ar: Altron 
8/21/96 


When Robo Pit first came out, it was a rather original 
| title. Basically, you designed a robot and then put it up 
| against 100 other robot “bosses.” Yup, 100. As you 
won more and more battles, you could purchase newer 
and more powerful attachments, making your robot 
that much better. The game also had a very cool two- 
player mode that let you challenge one of your friends. 

While fighting games are always welcome on the 
PlayStation, most of them fade out of popularity pretty 
quickly. Robo Pit is one of those games. Its graphics 
can't even begin to compare with today’s titles, and the 
gameplay, while formerly unique, no longer provides 
enough variety to keep gamers interested. Your best 
bet for robot combat these days is Armored Core. It 
takes all the elements that made Robo Pit unique and 
improves upon them in every way possible. 


Puzzle 
Jaleco 
1: Jaleco 
e: 10/18/96 


What can we say about Tetris? It's the most successful 
game ever released, appearing on virtually every gam- 
ing system you can think of. Tetris Plus took the tradi- 
tional Tetris game and added in a few new modes. A 
puzzle mode challenged you to rescue a little professor 
character (by getting rid of the rows of blocks), as a big 
spike slowly lowers towards him. An “edit” feature 
allowed you to design your own puzzles! 

Since very few quality puzzle games have been 
feleased for the PlayStation, Tetris Plus remains one of 
the best. In fact, it’s as fun today as it was when it first 
came out. The two-player mode can’t be beat, and the 
vast amount of levels will keep you infinitely chal- 
lenged. If you can find this game anywhere, grab it. It's 
one of those golden treasures that deserves to be in 
every gamer's collection. 


ORiGinaL Scores 


New Scor:i 


FIFA ‘98 31/2 
Final Fantasy Tactics 
Frogger 

Ghost In The Shell 
Intelligent Qube 
Jet Moto 2 
Lode Runner 
Madden ‘98 
Marvel Superheroes 

MDK 

Micro Machines V3 6661/2 
MK Mythologies: Sub Zero 
Monopoly 1/2 

Monster Rancher 1/2 
Nagano Winter Olympics ‘98 
NBA: In The Zone ‘98 

NBA Live ‘98 


1/2 
1/2 
1/2 
1/2 
1/2 


1/2 
1/2 


1/2 
1/2 


1/2 
Need For Speed: V-Rally 


ig ze 
\ a 


ORIGINAL Score: ¢ 


New Sr t=- 


NHL ‘98 ¢ 

One 
Pandemonium 2 
Point Blank 1/2 
Rampage World Tour 
Ray Tracers 

Reel Fishing 

Red Asphalt ¢ 


1/2 


1/2 


Riven 

Skull Monkeys 

Spawn The Eternal 1/2 

Star Wars: Masters of Teras Kasi © 
Street Fighter EX Plus Alpha 6061/2 
Tennis Arena ® 

Test Drive 4 ) 


1/2 


1/2 


Vs. 61/2 
WCW Nitro 
X-Men: COTA & 


1/2 
1/2 


B yere’s only one thins 
more tortarous that playing 
Deathtrap Dangeon. 


a 


PlayStation 


{ n't hit that Quit buttor Zons der it your 
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your disposal. € lay the PC ver: on, and leave the other on@line’ 
playé serying for more. Because in these 10 cavernous levels of evil trap: 


“it's all abottt blurring that fine line between pleasure and pain. And ju 
‘ 


Me T BR AL CT 
when you think you cant take it any longer, consider the alternative, “, “Youve been.warned. 


PREV6@EUIS 


Publisher Sony CEA 
Developer Sony CEA 


Release Date April 
Type 3-D Platform Shooter 


& The down- 


right nasty 
Bost is the one 
causing all the 


trouble, as he 


things all 
over the 
galaxy. Can 
Blasto put an end 
to his evil ways? 


S1itTIinGa 
DOUIN 

ON THE 
Jog! 


One of the stranger secrets we've 
found in Blasto involves Blasto track- 
ing an alien into the bathroom and 
then blowing him away. Oddly 
enough, this will net you an excess 
of five extra lives. 


eu can bf the ae 
walks away from you without attacking. 
yeah, he’s also holding a newspaper. 


The little guy will 
a previously solid wal 


..Blow him away! These are five of the 
easiest free lives you're likely to earn. 


APRIL 


5 


a / 2 


Sony’s much-hyped 
platformer is finally 
ready, and it’s lookin’ 
pretty darn good! 


F=9°° was much hyped early on 
in its life and then went into 
hibernation, without a peep since. One 
reason is that after E3, Sony realized 
that the game just wasn't ready. Thus, 
Blasto went back into heavy. develop- 
ment for some extra work and fine-tun- 
ing. The good news is that it appears to 
ave paid off, as Blasto is looking to be 
one of the freshest, most fun, and 
most technologically impressive 
games the PlayStation has ever seen. 
The game's hero, Blasto, isan over- 
ly muscled, strangely talkative crusader 
of justice waging a war against evil 
aliens who are trying to conquer the 
galaxy. The game's environments are 
luge, but after an initial load, each level 
has no load time whatsoever. The rea- 
son for this is that the game streams 
level information off the CD as you 
play. It works very well, and the level 
sizes are bigger than those found in 
most games with long load times. 


4 Many of the babes are easy to find, but 
you may have to accomplish some specific 
task you can rescue them. 


OF BLHASTO 


At the heart of Blasio beats a clas- 
sic 3-D platform shooter in which you 
run around and, well, shoot things. 
Aliens constantly attack you from all 
sides, and the game stays intense 
throughout each level. Blasto has a 
variety of power-ups to grab along the 
way, from the standard (a flamethrow- 
er) to the downright bizarre (a blue 
chicken). The power-ups will help you 
survive the game's treacherous levels. 

One of the special features Blasto 
will find in his journey are the “Blasto 
Babes.” Basically, these are women in 
skimpy outfits who Blasto must rescue 
from the evil clutches of the aliens. This 
element definitely isn't PC, but it fits 
the silly, retro, ‘50s look of the game. 

In our nearly finished version of the 
game, Blasto’s graphics are great, the 
levels are huge, and the sound is 

kickin’. With justa bit: more tweaking, 

(which is going on-as this is being 
written), Sony could have another 
showcase title on its hands. 


4 Blasto is heavy on the damsels-in-distress 
theme, as you will spend a significant 
amount of time freeing the “Blasto Babes.” 


At Blasto’s core is good 
old-fashioned platform 
action. For example, here 
you must time Blasto’s 
jumps precisely so he 
doesn’t get sliced up on 
the rotating blade. 


> 
\d 
“iwiinnan 


A “Do not press?” Who can resist a temptation 
like this? Sometimes it's good, sometimes it’s bad. 


A This “star staircase” is one of the neatest 
secrets we've seen in any game. If you look 


dlosely, 


can see that the stars make up a set 
of invisil 


platforms leading to special bonuses! 


TH Cs c=4 ES EE As Blasto fights his way through level after level of alien oppression, he 


will find many babes in distress. Their dances. are pretty risque, and if 
you rescue every single one, you'll be rewarded: with a secret level! 


‘A Luckily, the game is fairly obvious when it 
comes to figuring out how to open the cages 
the babes are trapped in. 


A This “American Maid” look-alike does a 
cheerleader routine when you rescue 
Every hero needs a pep rally sometime! 
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FIREFIGHT! 


Blasto is constantly being attacked 
by aliens from all sides. Like Blasto 
says, “Better get a mop, ‘cause there 
are gonna be guts on the ceiling’! 


A The alien leader sure likes to talk a lot, ike 4 A couple of quick shots will shut him up. 4 This glass wall only offers protection for so 
most long-winded despots. Blasto doesn’t Havent you always wanted fo do this te our long. After a few shots are fred, it loses its 
have time for propaganda, though. TV when Sally Struthers was on? use as a shield, so you'll have to move. 


‘A Aliens will use barriers to their advan- 
jis guy keeps jumping out from 

behind the wall and peppering Blasto with 

laser fire. Just power up a shot and wait... 


> Blasto and KFC, his regal If you don’t time goi 
a ‘a you don’t time going through 
steed...er, chicken. KFC will help these flamethrowers just right, 


get you out many a tight spot. a they're sure to toast you. 


‘A Some aliens are set up in advantageous 
lige ore Sniper positions. You'll have to 
just the camera to aim your gun high. 


> You can climb up 
of buildings as 

las go inside of 
them, since every 
thing exists in a real 
‘D environment. 


< Swimming is an 
important pat 
a aes 
rough subterranean 
A Uh Oh! Get used to getting double-teamed! tunnels is one way 


poueena ater travel 


aie Seren 


Y¥ Several of the lev- 

els lock you out of 
certain areas until 
you have complet- 


ed a specific goal. sl 


Blasto will find jetpacks on several of the levels that will help him get around 
better. Be careful, though, because you have a fairly limited fuel supply. 


A These “John Woo style” two-gun 
aliens are a serious pain when 
they atfack in groups. 


> Pear Trooper scum! These 

guys have a serious mad-on for 
Blasto, and they'll keep coming 
until they finally take him out. 
The worst is when you | 
attacked by several of these 4 
guys at once, from behi : 


A Until you find the jetpack, there 4 Once you get the jetpack, you can go 
is no possible way to reach that onywhere you want in the environment. 
Blasto Babe off in the distance. You can even fly out into space! 


eu 
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Although Blasto was primarily designed to be a 3-D shooter, it also 


f LA TFO R 1 1 N G has a healthy dose of standard platform game elements to keep 
ly1 FA 1 N Ss THA YY eT the “jumper” inside all of us happy. 


Z. The desert is a beautiful place af night A 
Pe Aa 


A These platforms will bounce Blasto way up, _ You must master jumping through these ‘A Blasto can leap and grab onto ledges if the 
about five times higher than anormal jump. _rotating tubes if you wish to beat the game. jump is a particularly long one. 


4 Look out Blasto, this Pear Trooper is about to 
whack you! It’s a good thing that at close range, 
Blasto has a “Pistol Whip” move at hand, il 


‘& The ant boss isn’t too hard, 
but you have to get to him 
before he kills a babel 


You can't ee 
@ good jetpacl 
et controls 


are nice and 
smooth, and 


4 An scuba Trooper, up close and personal. - i 4 ae our y 
s just about 
: ‘anywhere 
that yeu 
could ever: 
want to. 


4“Hey, that’s Captain 
Blasto, sen sum" You 
can’t help but get into 
the Blasto 


4 Talk about a tough spot to be in! Blasto must find 
a way to get past the angry aliens on the right with- 
‘out falling down into the bottomless chasm below. 


KFC can 
‘ move Blasto 
. es : th 
KFC is Blasto's faithful chick- lea 
en companion. Blasto can incredible 
catch and ride KFC in the (seco 


desert stages to help him get en in the west! 
to previously unreachable areas. ee 


KFC isn’t just fast, though. With his powerful KFC also has a secret weapon. It lays an egg, 
chicken legs, KFC helps Blasto reach areas our which hatches into a kind of “attack chicken” 
hero couldn’t get to on his own. that will attack your enemies. What a pall 


‘4 Blasto prepares to raid some ancient tomb, Almost like a...tomb raider. Hmmm... 
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¢ These fans suck... 


iad | ; tin ae a Suck Blasto onto the 
OWER-UPS: Ie ee 
B that is. It takes veteran 
| , platform:jumping skills 
Throughout his adventure, Blasto can pick up a wide variety of power-ups souale reper area. 
that will help him along the way, from the wacky to the downright absurd. | : ——— 


Y Many puzzles rely on 
Blasto manipulating 
pieces of his environ- 
ment to access new 
locations. Here, he must 
push a huge block to 
reach a nearby ledge. 


sible, the bad guys ~ A.Blasto turns into metal when he becomes Glare 
will shoot wildly, usually missing him. But if invincible, and enemy laser fire literally ir vial 
Blasto starts shooting, they'll “reflects right off of him—a really cool effect! | gratuitous shot of Blasto. 
‘ But you gotta admit, he is 
a pretty cool character, 


The automatic repeating blaster makes Blasto can fry his enemies with this handy 
fighting enemies quite a bit easier. flamethrower for a “job well done” (ouch)! 


ual contro! 
Blasto’s aim. This A 
several situations, especially in combat. 

It's essential that you master using the enemies youcan tion fo! 

camera to get you through the game. _—_ track them manual blow them away. use this 


a fou can also survey large areas to get a 
h difficult jump. better feeling of where you are. It's always 
feature a lot during the ga good to have an idea of what's around you! 


4 The lava field is dark and 
‘ominous. Who knows 
what might be 
lurking in the 
shadows... 


> The Alien 
Maker is & 5 : 
‘one of the — We haven't figured out a 
strangest ¥ use for the Alien Maker 
weapons in By yet, but the Blasto team 
any game— ‘assures us that it’s neces- 
it creates a sary for certain stages of 
heat ‘A We're not going to tell you who the game. We'll all just 
start shoot- this bad boy is, just be warned that have to wait and see! 
ing at you!? he’s a really tough custome 


Ry 
PREVI 


March 
Action/Adventure 


Psygnosis 
Traveller's Tales 


> Platform heroes all 
seem to need plenty of 
attitude these days, 
and Rascal has enough 
to go around, 


4 At the end of every future zone awaits a 
boss—this one likes to lob hourglasses in your 
direction. Ouch! 


4 Rascals rooms are huge and their architec 
ture can be stunning—just beware the mov- 


humans. Even this parrot wants in on the 
ing platforms. 


Rascal-snuffing action! 


sygnosis is a name you might not associate with 

3-D platformers. But with Rascal, its latest cre- 
ation, the company behind such PlayStation superhits as 
Wipeout XL and Colony Wars is hoping to make an indeli- 
ble mark on the genre. 

It seems like every platform star these days has to 
have mega attitude, whether it be the wise-cracking Gex 
or the all-too-cool Blasto, and Rascal’s namesake is no dif- 
ferent. The creation of Jim Henson's renowned Creature 
Workshop (of The Muppets fame), Rascal has it all—cool 
shades, hip clothes, and:a backwards baseball cap. 

Since we last visited Rascal two issues ago (February, 
issue 6), work on the game has been moving ahead 
Swiftly at Traveller's Tales. Working overtime to ensure 
that each of the game's time-spanning stages has its 
own unique look and feel, Rascal's design team is also 
paying ample attention to its cast of enemies. From giant 


A Don't stop too long to gawk at the 
sc ‘ve got some serious 

baddies to contend with in all of the 
game's lush environments. 


ilous situations. 


4 On land or under the sea, Rascal’s 
adventure will place him in many per- 


Neveste: 
carefully or the litle guy is toast. 


4 Rascal’s 


Home sweet 
home—the game’s 
action starts out 
right in Rascal’s 
whimsical room, 


spiders to maniacal 
pirates, they just keep 
on getting creepier. 

In addition to brim- 
ming over with bizarre 
creatures, human foes, 
swinging obstacles, and 
tricky jumps, Rascal’s stages are growing larger and more 
detailed. Placing an equal emphasis on action and adven- 
ture, they require more than just your trusty bubble gun 
and jump attack to complete—serious brainwork is key to 
unraveling the numerous puzzles strewn throughout. 

As the latest entry into the fast-growing 3-D plat- 
former fray, Rascal is shaping up to provide some seri- 
ous competition to the likes of Gex and Blasto. Does 
success await Psygnosis in this relatively untapped 
genre? Only time will tell. 


EYe-FEAST 


Trademark Psygnosis and Traveller's Tales 
material, Rascal’s world is bright and colorful. 
Pushing the 3-D platformer field to a new 
level, the game runs at a consistent 60 
frames per second throughout, with realistic 
lighting effects and 

crisp, animat- 


Y Rascal proves that ed textures. 


no matter where you 
travel—even through 
time—you'll sill have 
to pull off precision 
platform jumps. 


A What was a bustling western 
town in the past becomes a 
mere movie set in the present. 
let's see that SAG card, buddy! 


mines 


INSTANT 
ACCESS 


Who needs carts? The result of 
keen optimization, Ra has some 
of the fastest CD load times ever 
Switching between completely 
unique areas within the game takes 
place in the blink of an eye, not after 
a matter of seconds. 


‘A The game's short load times are best 
appreciated when switching from room to 
room. Here Rascal approaches the door, 
which swings open... 


ind voila! In no time flat, the next 
loaded and ready for exploring. 
e these really contribute to a 
game’s overall quality. 


4 Real-time environmental reflection mapping makes 
for some incredible effects. Case in point: this suit of 
armor really reflects its surroundings. 
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EA Sports 
EA Canada 


TIMING 15 
EVERYTHING 


Baseball games often get too complex with 
batting cursors and hitting zones. The develop- 
ers of Triple Play believe that simplicity is key to 
a fast playing arcade-style baseball game. You 
get plenty of control, but it all comes down to 
timing the swing. This is a method some 
gamers prefer, and others don't. 


Hf 


( 


1 


A The simplicity of the showdown between bat- 
ter and pitcher goes a bit deeper because you 
control where you want to hit the ball. 


face is very much arcade-based, relying more 


on timing than intricate windows or cursors. 


Se] 
& LG 


EA is planning to turn this Triple Play into a dominant force 


he storied history of EA Sports has seen major suc- 

cess in nearly every sport known to man, yet 
America’s Pastime is the lone territory EA has yet to domi- 
nate. The Triple Play series (which took over from the failed 
Tony LaRussa and MLBPA) has gone a long ways towards 
achieving this goal, but as of yet neither the game nor its 
sales have neared EA's achievements in other sports. With 
Triple Play ‘99, EA hopes to-change.all of this: 

The game is running on a refined version of last year's 
polygonal engine. Dramatic improvements. in the player 
models, some smoothing out of the camera, and a variety of 
new animations already have the unfinished TP ‘99 
looking twice as good its predecessor. In the 
realm of gameplay, the developers are giving 
more control to the player and fixing the 
many Al bugs of last year. TP ‘99 incor- 
porates a dynamic camera that livens 
up the game and makes it much more 
playable, taking a cue from Sega's 
World Series Baseball ‘98. After a 
missed pitch, the camera smoothly 
cuts behind the pitcher for a different 


A The cleaned-up graphics present a much bet- 
ter looking game than the last version. 


A EA’ commitment to stats shows through once 
again with an even deeper statistics database 
than last year's offering. 
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look at the swing. This is reminiscent of a television broad- 
cast, and more importantly, it doesn’t interfere with the 
gameplay. When the ball is hit, the camera shifts quickly to 
a new angle for fielding. Again, this immerses you in the 
game while giving you the perfect camera position for mak- 
ing a defensive play. 

New animations spice up the look of the game and go a 
long way towards improving gameplay. Throws on the run or 
off the wrong foot, plus hard or accurate tosses, are depict- 
ed with smooth new motion-captured animations, and you 

get to choose the best play for each situation. You 

can also decide between sliding, diving, or 
bowling over the catcher. These new 
features are essential to the overall 
playability, but the sped-up game- 

play could be the real key. 

Is a faster, stronger, and 
smoother game enough to 
take EA into the major 
leagues? TP ‘99 could just 
end up being the best Play- 
Station baseball game yet. 


4Last year, the tation made the 
game take too long. This year, EA has 
achieved more of a balance. 


‘A The simple and intuitive pitcher/batter inter- 


PREVIEWS 


A The after touch on pitches is a bit unrealistic— 
another more arcade-style feature—but it's 
great for two-player battles. 


TRUE 


a he 
activate them. The developers 
finally getting the big pictur e 

ant the cool moves, but we w 
have control over them ourselve: 


« Throwing on the run isn’t as accurate, but it 
gets the ball to the base much quicker. 


4 A ball deep in the hole at shortstop with a 
fast runner. The only way to get him out at first 
is to take a chance Gaara ‘off the wrong 


foot. A choice that you have to make! 


A Is your choice whether to slide or dive to 
avoid the tag—heck, you can even bow! right 
over the catcher if you want! 


4 The stadiums in Triple Play ’99 are so realistic you're 
liable to pay $4.00 for a coke 


fe while you're playing. 


APRIL 


PREVIEBIS | 


Publisher Interplay 
Developer Promethean Designs 


Release Date April 
Type Racing 


> The Grand Canyon 
offers a nice peaceful 
environment for you 


| to tear through in 


your boat, 


The fastest race on the 
water is about to break 
waves on the PlayStation 


5 our last preview, Interplay has: shown. us 
even more of its hot upcoming title Powerboat 


Racing. The newest revision features multiple tracks and 
a whole slew of new-extras. 

The new tracks highlight a variety of locales all over 
the world. Now you can race on tracks from New York to 
Norway, each with its own unique. visual style. And to 
make things even more interesting, different weather 
conditions apply to the tracks each time you race. While 
the weather does little to actually effect gameplay, It's a 
nice touch to see snow pile up on the side of a track after 
multiple races. 

Anice twist that does effect gameplay dramatically is 
the way the tracks dynamically change as you race. This 
means the route you took the last lap may be blocked 
by an obstacle (like a large cargo ship) the next 
lap, so you have to take an alternate route. This 
will really keep you on your toes, as you 
never really know the exact layout of the 
track ahead. 

As we reported last time, the physics are 
fealistic and strongly affect the way you race. 
You must constantly control the pitch of the 


ae 


‘A The Catamarans aré an even faster class of 
boats than the single-hull versions you start with. 


boat to 
maximize. el- 
ther speed (nose 
high in the air) or control (flat 
inthe water). When you take-a jump you have the option 
of pulling stunts like flips and rolls—just be careful or 
you may end up submarining. The wakes of the other 
boats also play a large factor in how well your boat con- 
trols. Luckily, you can-also use your wake to throw them 
off course. 

Powerboat Racing features such must-haves as a 
split-screen mode for two-player support (both horizontal 
and vertical), a time-trial mode, and of course, the tourna- 
ment mode. The tournament mode lets you upgrade to 
the super-fast catamarans if you're good enough: 

Powerboat Racing is shaping up to be one of 
the most unique racers of the season, and 
we're looking forward to a reviewable copy 
of the game. Hopefully it will come soon so 
we can give you the full scoop! 


4 Watch out 
for those fly- 
ing bunnies! 


‘a dunk in icy waters! 


‘A Luckily, the game doesn’t account 
for your driver freezing after taking 


> WEATHER 


Don't worry, 


practically 


shorts weather, 


“Y. ir’s just a light 
drizzle. Look at 


The varying weather conditions will change the overall look of the 
track after time, adding to the realism as you run the race. 


(This is the 
same track 
after a snow- 
storm. All those 
people who 
put on shorts 
should now be 
cozy at the 
local pub. 


RACE 
THE 
LJORLD 


Powerboat Racing has tracks located all 
over the world, and while none of them 
are based on a real raceway, all of them 
are designed to reflect the feel of the 
country where they're located. 


The Japanese track is framed in part by a 
serene, well groomed garden-like landscape. 


4 What would a U.S, raceway be without the 
familiar icon of the Statue of Liberty? 


A Lush vegetation and ancient ruins are the back- 
ground for the South American track. 


APRIL 


re 


Between the State of Consciousienna 
Lies the Real of the DreamTAKe 


os 'T™ 
>" ee Our games go to 1t/ 
= fomes go vo 11s 
PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. "ALUNDRA* is a trademark of Sony Computer Entertainment Inc., licensed by Working Designs. Original Game © Sony 
Computer Entertainment Inc./Matrix 1997. English Translation © Working Designs 1997. "Working Designs" is a registered trademark of Working Designs, Inc. All rights reserved. Landstalker is a trademark of SEGA 
Enterprises, LTD. Combatting wetness, one dream at a time! For a dealer near you, call (916) 243-3417. Call 1-800-771-3772 for Game Rating Information. 
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Activision 


May 
Combat 


LuxoFlux ype Vehicle 


SILAN 


- £ 


Activision goes retro in the 


next generation of car combat games 


iV | igilante-8 is the first-of the new. generation of 
BA. vehicular combat games: It incorporates many of 
the-ideas we've seen in titles such-as: Twisted Metal 1 & 
Zand-adds enough -new- twists and technical innovations 
to take the genre-another step forward in excellence. 

Vigilante-8-is-a-technical tour de force for the Play- 
Station-and is easily. the best-looking Twisted Metal clone 
on-the:market. To distinguish itself from the latter, Vigilante 
Shas-taken a lot of personality from:its spiritual PC prede- 
cessor, Interstate ‘76. 

In fact; Vigilante 8 started its life asa conversion of the 
PC megae-hit Interstate ‘76, but the developers decided 
that-console- gamers: would rather: play an arena-based 
action-game than-a-mission-based. adventure, The 
title-has even undergone: several 
permutations—first it was called 
Interstate “76, then Inter 
state ‘75, and then: Inter- 
state ‘80, before:settling 
onthe rather unusual 
choice-of Vigilante 8: 

As far-as the game 
goes, you get to choose from 
{2 tricked-out:vehicles that range from ‘70s 
muscle cars to:a:military-style school bus. Each car cor- 
responds-to:a:particular driver, who.are often even crazier 
‘than-their respective vehicles 

Once you choose your vehicle, you enter a large 
3-D landscape for some all-out combat with several 
other vehicles. The terrain looks excellent and cov- 


ik The -cbandoned cirport is the: perfect place 
Forcar: ambush You've been warned! 


A Oh yeah! Take this bad boy out 
on the road and prepare to kick 
some serious butt! 


A This time the Bronco is going to take out the 4 Part of the challenge in Vigilante 8 is just 
‘A-Team van for good! Take that, Mr. T! 


ers.a large variety: 
of locales, includ= 
ing-a- deserted: air- 
port -hanger and a 
farm: You can destroy 
almost everything in-each area, leading 
to.an-exciting melee of mass destruction 
with missiles flying everywhere. Num= 
erous powel-ups are scattered throughout 
each level and range from missiles to mor 
tars—all complete with dazzling special effects. 

Control was far from finished in the build we played for 
this preview, but it was already fairly tight. It uses the 
familiar control scheme from: Twisted: Metal that we've all 
grown to love. A two-player option is always a welcome 
addition, and Vigilante-8 excels here 
also. Unfortunately, no link- 

up mode is: available. 
However, most~ people 
will probably: buy. the 

game forthe horizon- 


‘A Many consider the dune 
buggy to be a weak choice...the automatic 
‘weapons usually persuade them otherwisel 


tal- or vertical —split- 
screen play. 
Expect to spend many. 


hours. chasing your: friends: in 
Vigilante 8's-various. arenas of 
death. Hell, make it a. wholesome 
family evening! All you gamers 
anxious- for Twisted- Metal 3 
should not be disappointed 


AA yes,a 
town that hasn’t 
been touched 
the ravages 
battle. Oh 
well, | guess it's 
time to rip this 
place apart... 


One scary evening 
somewhere in New-Meéxico... 


dodging the chaos going on around you. 


BETTER 
THEN THE 
REAL 
THING? 


Although Twisted Metal 2 is 
an excellent game, the 
engine is really starting to 


show its age next to the A The rural level level in Twisted Metal 2 
9 has plenty of background objects that 
QaMeES can drive around, but you can't drive 
Vigilante 8. Twisted through them—they’re just obstacles. 


newer technology in 
like 
Metal 3 has its work cut out! 


Apri 
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A In Vigilante 8, you can drive through 
and fight inside and outside all of the 
structures. This makes for some really 
great “duck-n/-cover” action. 


@ Also, whereas Twisted Metal has 
large environments with only a few 
scattered background elements that can 
be affected by combat... 


A ...Absolutely everything standing in 
Vigilante 8 can be reduced to rubble by 
the end of each conflict (and usually is), 
This really adds to the intense action. 


you 


PREVIEWS 


Get Some Air! 


The physics in this game let you pull 

off some pretty spectacular jumps— « = 

and not always on purpose! Realizing : anes Vigilante 8 has a wide variety of funky vehi- 
how your vehicle flies is one of the 2 cle choices for almost any driving style. 
strategies you'll have to master to j i 

truly excel at the game. 


‘A Vertical split-screen gives you a much A ...The peripheral views in the horizontal 
larger view of the action, but... split screen may be more effective in battle. 


Pa 5 : a The dune buggy is fast and maneuverable; just don’t 
piel col aap aad = expect to take foo many hits before going up in flames. 


. = - ‘A It doesn’t get much closer than this! The first-person view really puts you into the 
‘A The Bronco narrowly escapes a missile by action: It’s also'a good perspective for a wholesome game of chicken. 
catching some extreme air off the bridge. 


Py This truck is just the kind of vehicle you want when 


the time comes to do donuts in the orchard, 


> With its top- 
mounted rocket 
faunchers and twin 
machine guns, the 
big rig is truly one 
mean machine. 


Its annoying things like this flying truck 
that put bus drivers in such bad moods when 
the weekend is over. 


The lime green camper certainly makes a state- 
ment—especially with a mortar attached the hood. 


‘v Just the car we've been 
looking for—a beautifully 
preserved 1970 Lincoln, 
optional weapons included. 


A Yeeee-Haw! I's not everyday you 
get to drive a big rig at high 
speeds over huge jumps. 


This Bronco has seen much better days. As you get 
more and more damaged, your vehicle will definitely 
start showing some wear and tear. 


PREVIEWS x 


Working Designs 
Alpha System 


April 
Shooter 


> Flying high 
‘over stage 
four’s arid 
desert is this 
power air 


ress. vag you'll encounter in the game. Beware its 
, flame attack—it packs a nasty punch! 


Shades of ID4? 


orking Designs isn't aname you'd normally asso- 

ciate with lightgun games. But you'd better get 
used to it, because its next offering for our favorite plat- 
formis exactly that. Developed by the same team respon- 
sible for Project: Horned Owl, Elemental Gearbolt is 
unlike any other lightgun shooter you've ever seen. 

Don’t ask us what a “Gearbolt” is—we're stumped 
on that one. But when it comes to the “Elemental” in the 
game's title, here's the scoop: Set ina fantasy world that's 
fallen under the control of an evil mastermind (sound 
familiar?), the game places you in the role of a “master of 
the elements” (an elemental), bent on defeating this 
menace and saving the land. 

More of an “on-rails” shooter than a traditional 
lightgun game, Elemental Gearbolt takes to the skies 
for a majority of gameplay. But whether flying through 
the levels or running along the ground, one thing 
remains the same—you'll need to kick some serious 
monster butt. And what better way to do so than with 
a powerful blaster that harnesses the powers of fire, 
water, and electricity? 


Elemental Gearbolt's bosses are right out of the dark ages, and they're raring to get medieval on you. From 
lumbering arachnida to a floating battle station, they'll eat you for lunch if you don't use ample ammo. 


€ Alita: 


AAs if killer lobsters weren't bad enough, 
stage two's sea serpent throws razor-sharp _ inhabited by this powerful bug boss. It 


spines at you. Ouch! 


Monsters aren't the only thing to blast, either. 
Scattered throughout each level are fairies that must be 
set free, along with health-boosting power-ups and extra 
points in the form of gold. At the end of each level awaits 
a boss character that's as relentless as it is powerful. And 
after passing a stage, you can use accumulated points to 
boost your experience or bonus points, adding an RPG- 
type element to the game 

As far as looks go, Elemental Gearbolt sports a heavy 
gothic influence. From dark forest settings to towering 
cathedrals, the game's visual design is purely medieval 
and very moody. To compliment things, the entire adven- 
ture is accompanied by a haunting musical score. Think 
classical and you'll get the idea. 

Blaster fans get ready—Working Designs’ first foray 
into the lightgun realm stands a very good chance of 
changing the way you view the genre forever. Lock and 
load, everyone! 


This elemental may 
look nice and cute, but 
she packs some 

major firepower! 


ELEMEN 


| 
is 


L/_ 


7 f 2 | 


Working Designs shoots 
beyond the RPG genre 
for its latest fantasy adventure 


PUSHANY BUTTON 


A Stage three’s dark, dank tunnels are 


maybe clumsy, but it ain’t there to dance! 


NIOVING 
PICTURES 


What adventure is complete without cut 
scenes? Elemental Gearbolt takes the 
animated route, with between-level inter- 
missions that progress the story. Full- 
screen and fluidly-animated, you'll be 
hard-pressed to believe they're 
not from a feature film. 


A lt looks like somebody's having a bad day, 
ARE he gece el ene Gian ect ev 
mated scenes such as this one. 


Elemental Gearbolt blends 
hand-drawn 2D backgrounds 
and polygonal landscapes for 


@ unique effect. 


‘A Meet the bad guys. And when we say bad, we 
mean really, really bad! 


A The game's stages are 
filled with strange beasts 
such as these towering, 
spider-like baddies. 


Stage one is set in a suspiciously silent town. Perhaps the mon- 
sters just got done eating their lunch? 
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Sieg Racer is one of the most well-known 
and loved cartoon characters around the 
world, so it's about time that he made his way to the 
PlayStation. And what better way to make his 
appearance than in a racing game? 

Much like the Ridge Racer series, Speed Racer 
uses.a single large track that is broken up into several 
smaller tracks. As you become better, more and more 
of the track becomes available to race on. And while 
the game has no real shortcuts, multiple paths allow 
more freedom in where you can actually drive. (You'll 
have to search for a hidden track, as well.) 

Since you are actually driving the Mach 5, all the 

car's special features are avail- 

able. Who could: forget 
the Auto Jack that 
propelled — Speed 
and his car out of 
harm's way in 

many an epi- 

sode? Well, you 

can use it in this 
game to leap over 


Some of the tunnels in Speed Racer look a lot like 
those in Ridge Racer, but we're sure it’s just a coincidence. 


passing cars and obsta- 
cles. The Mach 5 has 
six other features —/ 
as well, including —/ 
the classic 
Chopper saw- 4 
blades and the Belt / 
Tire, which improves. ——= 
handling in muddy areas. Using the appropriate 
feature in the correct situation could easily shave sev- 
eral seconds off your lap time. 

You can choose between two separate racing 
options: Orthodox and Endurance. Orthodox mode has 
a more arcade feel and emphasizes straight racing. 
Endurance mode is a’ little bit more realistic with the 
physics; it limits the incredibly high speeds you will find 
inthe Orthodox mode. You will also have to race twen- 
ty five laps instead of the standard six. 

In-a time where racing games come and go, it's 
nice to see a unique title like Speed Racer. The overall 
cartoony feel of the game and the cool car options 
make this a title that may just find its niche in a crowd- 
ed genre, We'll know. more soon enough! 


Crashes in Speed Racer are pretty spectacu- 
Jar, causing your car to fly high into the air 
before smashing into the ground. 


THE 


models the latest in fashion 
while showing off the sporty Mach 5. 


posr ic 
vis 


SUGiiS! a 


The Al in this game is rather aggressive, and the other cars 
have no problems hitting you. It’s going to take all your effort to 
stay out of your opponents’ way. 


MACH & 


Before you start racing, you can choose from 
several different versions of the Mach 5. Each 
has its own unique handling characteristics. 


Anyone who has watched Speed Racer can tell you that the coolest thing about 
the cartoon was the fabled Mach 5. With its numerous abilities, Speed Racer's 
trusty auto was able to take on any situation and get away without a scratch. 
Luckily, you can use all of those abilities in this game. 


Avie anex 


CHOOSE YouR OQuUwN PATH 


Just like the track designs in the Ridge Racer series, this gai 
gle, larger track that is split up into several smaller routes. Depending on 
ifferent paths to reach 


which track you race, you will have to travel down 


the same location. 


‘A\In track one, the path ahead is blocked by 
@ metal barrier, so you can only go 
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‘A ...But in track two, the right path is blocked, 
forcing you to go straight. 


uses a sin- 


POSE TION: 


{2S BtalhGlan 


While not used often in the game, the 
Chopper easily saws through any trees that 
may get in your way. 


Since racing in the dark is extremely dan 
‘ous, use the Evening Eye to improve the visi 
ty in front of you. 


APRIL 


Compete for Championship Titles 


Win big bucks and use the dough to buy 
upgrades and repairs. 


Revolutionary Track Editor 
Create and store 30 custom 
tracks on a single Memory Card 
with Track Editor. 


Death-Defying Moves 
Jumps, stunts, hairpin turns, 
and bone-crushing wipe-outs. 


Furious All-Terrain Racing 


Sand, mud, water, gravel, and ice 
effect handling and speed. 


Race Against a “Ghost Rider” 
Compete against a ghost rider simulation 
of your best time. 


Get a Grip 
Plug in a Sony Analog Controller for precise handling. 


JEREMY MCGRATH 


SUPER 
CROSS 
98 


RATING PENDING 


PlayStation ai 


Jeremy “Showtime” McGrath 
7-Time AMA Motocross Champion 


ACCLAIM” 
adifa 
www.acclaimsports.com 


Supercross '98 is a registered trademark of Acclaim Entertainment, Inc. PlayStation and the PlayStation logo are trademarks of Sony 
Computer Entertainment, Inc. All other trademarks are trademarks of Acclaim Entertainment, Inc. TM ® and © 1998 Acclaim 
Entertainment, Inc. All rights reserved, 


daleco March 
Action/Platform 


Each level has a special hidden game in which 
you can win extra health, stars, or life one-ups. 


4 In this puzzle you play with the semaphore Here you must make each of the generators. A No surprise here, simply get all skunks to win This game’s probably the easiest of the bunch— 
flags and guess what the robot's going fo signal. spin by pounding the X button as fast as you can. _ prize. Not quite Vegas, but fun nonetheless! just match as many faces as you can in 30 seconds. 


JiAMUY SWI 
=OIl AY, we 


Can a skunk smell the sweet scent of success? 


unky Skunk may not and the simplistic game 
look like your average, — design (though having its 7 


| 4 Power-ups 

everyday PlayStation title, share of variety) will be pretty / oie para- 
but sometimes it feels basic and relatively easy for u Say ocmeen 
good to break fromthe — most seasoned gamers. certain levels, 


3-D worlds every now and then. Punky (the skunk) starts out with 
And believe us, Punky Skunk is just his stink attack, a tail-swipe that 
about as far from 3-D as you can get —_ releases a cloud of toxic gas at the 
away with on the PlayStation! enemies. But that's not enough— 

There's no doubt about the fact each level also has a power-up that's 
that Punky Skunk is aimed at kids. Its necessary to complete the round. For 
cute graphics are a dead giveaway, — example, Pogo sticks let you jump high up-and 
pounce on enemies, and after grabbing a parachute, Punky 
can ride paths of heat thermals high into the air. Some levels 
depend on your rollerblading skills, and others even require 
using Punky's claws to dig deep into the 
ground. Each level also has a hidden bhi 3 ri 
icon that will ‘unleash mini-games for — a Frogs that barf water? Whatever! 
power-ups and extra lives. 

Don't expect to be bowled over by 
the graphics—this is strictly a throwback 
to the days of the Super NES and 
Genesis. Punky Skunk has a handful of 
lighting effects, like sunrays and rain- 
bows that compliment the cutesy 
theme, but you won't find any stunning 
technical innovations. However, fans of 
games like Mega Man X4—players who 
can appreciate gameplay over graph- 
ics—might want to check out the old- 
school play of Punky Skunk when it's 
Teleased in the upcoming months. 


er 
ey 


4 This pogo stick comes in handy when its 
time to take out some baddies. Aim high,Punky! 


This slick skunk doesn't just resort to throwing his stench—he’s got a whole 
slew of abilities that will come in handy throughout the levels. 


4 “...And remember to bring me back a Coke 
‘4 Strapping on rollerblades gives panty. a i ‘when you return from storming the land.” 
skunk! 


bit more speed. Whoa, that’s one fast 


a ee 


if) Ea Daaanmasnel Yuri FNS 


A Punky gets rad on a snowboard every 4 Punky makes like a mole with digging 
now and then—it’s just his extreme nature. claws to reach those tucked-away areas. 


4 You need to shoot your cloud of stink at these 
annoying little rats. Or are they bears? 


4 Punky takes a twisted kind of joy in sharing 
his stink with the rest of nature’s creatures. 


FAlpRiL sesnssssnesnsansassnsansansnsansassnssnssssassnsansnsansnsf\\srsssnsnssnsnssassnsaneassnssssnssnssnenbenaAuanneusananns PSM 1958 4 


Publisher Electronic Arts 
Developer Electronic Arts 


Release Date March 
Type Racing 


By py 
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Will the third time be the charm for Electronic 
Arts“ inconsistent racing series? 


BWR ced for Speed 3 continues to get 
| more refined as the months pass. 
With an. updated look and feel, the third 
installment is-shaping up to be everything 
that made the original so fun. 

The game is-also sporting a new addi- 
tion to its title: Hot Pursuit. This is because 
Electronic Arts has listened to the fans 
and once again made the police chases a 
large part of the action. However, now the 
cops Won't just chase you. If you're doing 
some serious speeding, you can expect to 
meet some serious resistance in the form 
of roadblocks.and tire spikes. | don't know. 
where these cops are from, but they sure 
sound mean! At night, sometimes all you 
can see is their sirens as they light source 
everything they pass with an eerie red 
glow. This touch adds unbelievable ten- 
sion to therace. 

EA has-announced two more super 
cars for the game since the last preview: 
The Mercedes CLK GTR and the Chev- 
folet Corvette C5; One thing is for cer- 
tain—with- these cars, the cops 
aren't going- to have an 


~easy.time catching you. 


> Ital starts 
out innocent 
ly 


The graphics have been cleaned up a 
bit since the last time we had a look, with 
more cars and a new course through a 
snowy. forest. Racing is shaping 
up with more cars on the. 
screen for each track. And 
the developers are still 
adding cool effects as. 
we speak. Little 
details such as leaves 
blowing across. the 
track as you pass and 
sound reverberating as 
you go: through tunnels 
add-a nice touch of realism 
to the game, making you feel 
even more immersed. 

Of course the real draw is the high- 
speed action, and on that front Need For 
Speed 3 should not disappoint. 


¥ The truth is that the producers of NFSIII just 
wanted to test drive incredible cars like this one. 
“W's just for the game” they said. Yeah, right. 


\ Snowy weather and icy 


‘want to stay in the lead. Careful around those corners, leadfoot! 


roads mean you better be more cautious if you 
Ht. 


Dynamic 
weather condi- 


tions mean 
you'll need dif- 
ferent strate- 
gies for the 
same track, 
when racing in 
the rain or on 
adry day. 


traffic on the road? 
and gone to racing heaven! 


Is this split-screen racing with CPU 
We must have died 


‘4 Watch out for other cars—smashing 
into one of them head on is @ guaran- 
teed way to ruin your morning. 


> “Damn,” you mutter (more at your own 
carelessness than for any real remorse) as 
you shift your corvette into high gear and 


try to make an escape. 


A The corvette is one of the sweet 
new cars you'll get to drive. Oh yeah! 


A EA has gone to dramatic lengths to 
add eiiaea hereto Nor Purse 


One of the best things about Need For Speed Ill is the thrill 
of the chase. Fortunately, you've got some of the fastest 
cars made today. Unfortunately, so do the police. 


ly to fly right by another cop hid- 

the bushes. He joins in the chase 
and radios ahead for even more help. It’s 
starting to look bad! 


A Unfortunately, you mi 

skid off the road. The cops take no time 
boxing you in and leaving you with a 
ticket the size of Texas. See you in court! 


PREVIEWS 


Publisher Sony CEA 
Developer Polys 


Release Date March 
Type Racing 


a 


OPTIONAL 
DELIGHTS 


The wealth of racing options in Gran 
Turismo is simply incredible, and 
players will be racing for months to 
find them all. From the large number 
of races to the varying modes, these 
options will make even the most 
hard-core racer weep with joy. 


License B 


se Examination 


A Before you can race, you must first pass 
an eight-stage racing test. These tests will 
provide you with the necessary skills for the 
brutal competition ahead. 


4 Gran Turismo is packed with 19 different 
kinds of varying races. This screen shows 
the four main class races—front wheel 
drive, rear wheel drive, four wheel drive, 
and lightweight. 


TIME TRIAL 


epkamlss 


© 


eat SPEED aN 
Muah wou MO VALEY cuuan stage 
Exel Section ROUTES 


TRIAL MOUNTAIN PTT Fa ‘asta 


se 
SPECUT STAGE RS. 


see @ 7.000 [EY 


No racing game would be complete with- 
out a time trial mode. Here you can see all 
the tracks. You can even tackle them in a 
reverse mode, which will truly challenge 
your mastery of the course. 


esicosess 


e533 


‘A Gran Turismo’s racing is extremely close and 


feos 


‘competitive—here's the action on turn one of the 
High Speed course. It doesn’t get better than this! 


-" / 


JKAr 


The hottest racing game ever 
is almost ready to test drive! 


you've been following PSM closely, you 
hould know all about Gran Turismo. It features 
more than 150 officially licensed cars from famous 
Japanese manufacturers Nissan, Toyota, Mazda, Honda, 
Mitsubishi, and Subaru, as well as vehicles from U.S. 
and U.K. car makers Chrysler, Chevrolet, Aston Martin, 
and TVR. Not only is each car authentically reproduced, 
but you can choose to tune them up and even turn them 
into fultblown racing cars. 

It's not the choice of cars that makes this game so 
amazing, however—it's the quality of the racing itself. 
Gran Turismo’s Quick Arcade option enables you to go 
straight into the game and start racing. It's a great fea- 
ture, and the U.S. version has been tweaked a little to let you get more air over jumps. 
At first, we had some doubts about this change. After playing it at length, however, 
we can happily inform you that this physics modification definitely enhances the action 
and makes it more arcade-like and fun 

The game proper is in the Gran Turismo mode—essentially a simulation mode— 
and here you race to earn money to buy cars. Developer Polys has done an outstand- 
ing job, bringing the most incredible realism yet seen ina racing game. The cars han- 
dle very convincingly with outstanding weight and feel. In fact, it's so realistic, you 
need to complete an eight-stage driving test before you can even start to race! 

The game's real appeal is in earning money to buy new cars—and winning the 30 
secret prize cars. These include some of the coolest marques in the game, such as 
the 700 horsepower Viper GTS-R, the secret Dodge Copperhead concept car, and an 
outrageous Toyota Supra GT ultra-racer. 

Gran Turismo hits the streets in March, so you can 
bet PSM will be there with a complete review and strat- 
egy guide. Just have your racing helmet ready! 


any racer ever! 


rf 


GROUND 


‘4 Each dealership has a tuning shop where cars 
can be heavily modified. Here's the opening 
menu—each category has up to four different sub- 
sections containing specialist parts for each car. You 
can fully tune your autos and even turn them into 


as headlights and smoking tires. 
racing cars if you earn enough money. 


A The R5 Clubman Track has some amazing: 
ly tight corners. Check out that tire smoke as 
the pack drifts through the turn—that’s what 
you get for powersliding at 95 mph! 


‘A The rear wheel drive Toyota Supra is an incr 


ble car—but it’s heavy, which means 


‘ll end up 
doing a lot of powersliding through 


corners. 


APRIL 


Gran Turismo boasts 
fons more cars than 


LUE with painted WHITE STABES, 


a syirie 


PRICE R004,000 
TYPE FR 
456ps 
1470ke 


Tea @  .0oaco0 ES 
‘A The Dodge Viper GTS is one of the many 


dream machines that make up Gran 
Turismo’s astounding car roster. 


EFFECTS 


The developers of Gran Turismo were not content with merely making the 
racing mostly realistic. They wanted every aspect of the game to be real as 
possible, so an amazing amount of time was spent on the little details such 


‘A The Clubman Track’s night raci 
ly shows up Gran Turismo’s headlight 
effects. It looks so good, you actually feel 
like you're driving in the dark! 
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Playstation | PSYGNOSIS 


; Score: 5 out of 5. 
‘Colony Wars is an exceptional 
-, game which deserves a place 
vin anyone's library.’ 


+ Official U.S. Playstation Magazine, 
e January 98 


pehclony Wars ranks as the 
jbest space combat game 

- «,..0n the PlayStation” 

: "GamePro, Movember BL: 

. "Best Flight Sim/Sheoter’ 
Ultra Game Players, Holiday ‘97 


Blast the chains of slavery straight to Hell. Join the rebellion and fly the 
hottest ships in the stars. You'll master six unique craft in your quest, each 
with different flight characteristics and weaponry. You'll fly more than 70 
unique missions, success or failure determining a destiny that lies along one 
of five different paths. The cost of freedom is high. Are you willing to pay it? 
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| WACKY GAMES 


him to work, and then make him fight. The best part 
though is when he screws up—you get to scold him! 
You can't beat that! 


TAP 10 WAGKY 


Publisher: Sony 
Developer: Sony CEI 
Genre: Rapping, Rhyming, Freestyling 
Cartoon Dog Music Insanity 
Innovation: 9 
Parappa the Rapper is just about as wacky as you can 
get and not be put away for your own good. Following 
the exploits of a paperthin 2-D dog and his friends in a 
cruel 3-D world, Parappa is a Simorlike game that 
requires not only good rhythm and timing, but intimate 
knowledge of your controller's button layout as well. 
Keep rapping cool and you'll take Parappa into the 
freestyle stage, where you can make him say things 
like “Skunk is all you need...” Indeed! 


_ You've gotta 
raise the best monster you can, using your own music 
CDs. And don’t forget to scold them if they’re bad! 


3> TOMBA! 
Publisher: Sony 

Developer: Whoopee Camp 
Genre: Pig-Biting, 2-D Classic Platformer 
Innovation: 5 

Although it may look like a traditional side-scrolling plat- 
form game, Tomba! is anything but traditional. The bad 


2 


& 


You don’t get any 
wackier than Para, pope The Rapper. Asa ie you 
rap to win a flower’s affection: 


Publisher; Teemo 
Developer: Tecmo 

Genre: Monster-Raising, Funky- 
Creature-Fighting 

Innovation: 8 

Monster Rancher is unique for one very cool reason: 
monsters are generated by pulling data from external 
CDs, whether those be other games or music CDs. 


Once you've got your monster, you name him, send |itiiatiisiiiia sas itiliastliattrainn 
on a pig, he’s only biting them. But we don’t know... 


WACKY GHARACTERS 


acky games are best when they're packed to the rafters 
with odd characters. You gotta love these misfits! 


Parappa the Rapper The first of Parappa’s teach- 
* ers to rap Saadeh Chop Chop Master Onion is recognizable by his kung-fu 
tobes, slick rapping style, and...oh yeah, his immense onion head! 


"0 Jumping Flash! 1 & 2 Originally Robbit's foil in the first 
Jumping Flash!, the Hawaiian be-shirted Baron Aloha ends up calling for the robot's help 
r in the second game when the funky Captain Kabuki shows up. 


+o 


Oddworld: Abe’s Oddysee An escaped Mudokon 
slave, Abe is the star of the insanely warped game Oddworld: Abe's =% 
Oddysee. He works in Rupture Farms, a meat-packing plant, and is about 
as ugly as you can get without mentioning Ernest Borgnine. 


Tomba! He may look like your average cave boy, but Tomba is 
something special. Just watch how he ferociously leaps onto an evil pig's back, flip- 
ping him into oblivion. But, at the drop of a hat, Tomba can gingerly use the same 
move to pick up a newly hatched baby chick. Aww. 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAARA 


GAMES 


guys are evil pigs, the hero is a funky caveman, and you 
need to collect baby chicks to finish the game. The 
hero's major talent (and here’s where things fly apart) is 
being able to jump onto another animal's back and flip 
him, thus rendering him immobile. (Oh yeah, and it 
looks like he’s making bacon, as well!) 


4» POY POY 


Publisher; Konami = 
Developer: Konami & 


Genre: Multiplayer Madness 
Innovation: 7 


__ Just when you thought that multiplayer 
action couldn’t get any wackier than Bomberman, along 
comes Konami's Poy Poy. 


Sort of 

a Bomberman for the mentally ill, Poy Poy pits four flat- 
shaded maniacs against each other in a sparse arena. 
Weapons such as logs, rocks, and bombs are scattered 
about the fighting area for hurling at opponents. And 
when you've got four players going at it, it's one wild 
ride! Hit your enemies with a rock or bomb, or just pick 
“em up and throw ‘em out of the way! Adding to the 
melee are the many environmental hazards to avoid, 
such as killer robots and dinosaurs. 
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WACKY GAMES 


Genre: Funky Alien Talking, 


5 > TAIL OF THE SUN 
sire oat 
Publisher: Sony CEA rire aaa eo 
Developer: ArtDink Oddworld: Abe's Oddysee is one odd little game. With 


Genre: Caveman-Wandering, Monkey-Eating 
Innovation: 5 
For a game with no point, Tail of the Sunis remarkably 


fun. Okay, the game does have a point—building a 


some truly twisted character design and downright 
deep gameplay, Abe’s Oddysee is one for the thinkers 
(you know, those who could solve a Rubick’s Cube in 
under five minutes). For the rest of us, though, it's just 


tower of ivory tusks to the sun—but nobody's actually 
ever done that. You pick your caveman and wander 
about, eating feisty monkeys and battling prehistoric 
mammals. The game is on an accelerated schedule 
with days and nights passing quickly—thus, your cave- 
man will fall down and sleep whenever he needs to, 
and you can't wake him up no matter how many times 
you press the X button! 


nk = fun to listen to Abe say, “Hello.” 


You gotta love those Muu-Muus! They just 
around all day on floating platforms saying “Muu- 
Muu! Muu-Muu!” It's really quite entertaining. 


weird. You drive around in a giant robot bunny, shoot- 
ing at birds and other little animals. The flat-shaded 
environment and silly sound effects only added to the 
mix. Then when number two was released, with its 
odd tripod Muu Muus and genuinely frightening bad- 
guy-in-tights Captain Kabuki, we really flipped out! 
Throw some roller coasters and water slides into the 
mix, and you've got a recipe for one truly wacked-out 
gaming experience 


7» ODDWORLD: ABE’S ODDYSEE 


ris~ 


re : _ Wage all-out war with other worms in this su 
Publisher: GT Interactive ingly deep strategy game. This one’s wacky and fun! 
Developer: Oddworld Inhabitants “i 
Ras pe 
8» WORMS E 


We just don’t know what to make of Tail of the 
Sun. Is it some new breed of wacky genius, or just 
plain crap? The world may never know... 


Publisher: Ocean 
Developer: Team 17 
Genre: Worm-Talking, Grenade-Lobbing Strategy 
Innovation: 4 

Imagine controlling a platoon of four squeaky-voiced 
worms. Got it in your brain? Now place them on a ran- 
domly generated junk heap of a landscape and give 
them modern weapons of war. That's Worms. A sur- 
prise hit from Europe, Worms combines simple strate- 
gy with some seriously weird voice-overs. Sometimes 
the wackiest games are the simplest ideas. 


6 » JUMPING FLASH! 1 & 2 
Publisher: Sony CEA 
Developer: Exact 
Genre: Robot-Rabbit- 
Controlling Shooter 
Innovation: 8 
Jumping Flash! was really one of the first games on 
the PlayStation to catch our eye, because it was just so 


=" 
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 There’s some goofy stuff in this game, but what's 
really silly is how you get to talk to other funky aliens. 


omething about the Japanese culture just encour- 

ages wacky games. Maybe it’s the thousands of 

years cut off from foreign influence. Maybe it's the 
fact that the bullet train goes so fast. Maybe it's the 
water. Whatever the reason, a ton of odd games | 
come out of Japan, but only a fraction of them fF 
picked up for U.S. release. ’ 

The Japanese love super-cutesy chara 
Kitty and My Neighbor Totoro. They 
heads on things with small bodies. 
players, giant mechs, monsters 
super-deformed and ripe for ador. 

The Japanese also have a yer 
lation games, usually involvini 
would generally find boring. Imac 
real-time, making the stops, letting 
off. Or imagine running a convenience 
occupations we take for granted intere 
want to emulate. Go figure 

As befitting the Japanese notion of Zen, 
being” and not working towards a fixed goal, nu 
games have cropped up with no distinct poi 
Aquanaut's Holiday is one such game that made it to the 
U.S., and it’s no wonder we didn’t know what to make of 
it. It's just too Japanese! But you gotta love its wackiness. 
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Baby Universe 


Bust A Move 


bs WACKY GAMES 


: Sony CEA 

per: ArtDink 

re: Railway-Simulating, 
Resource-Managing...er, Train Sim 
Inr 5 

ArtDink strikes again. The inclusion of A Train in this list 
lies not so much in the game itself (which is basically a 
railway management sim) but because Sony chose to 
release it in the U.S. as one of the PlayStation’s launch 
titles. What? Train sims are hugely popular in Japan but 
command almost no respect in the U.S., basically 
because no one rides trains anymore. Naturally, you've 
probably never heard of it. Those wacky Sony guys! 


ovatio! 


_ So, we're just supposed to wander around the 
ocean aimlessly? There’s no boss or anything? Um... 


> 


Publisher: Sony CEA 
Developer: ArtDink 

Genre: Water-Navigating, 
Sea-Turtle-Bumping, School- 
of-Fish-Scaring, Coral-Reef- 
Building Exploration 
Innovation: 5 

Aquanaut's Holiday is one funky game. It's not so much 
wacky as it is pointless. Why make a game with no 
goal? Well, when it's ArtDink that's developing it, who 
knows why? This is from the company that arranged 
(at great pains, apparently) to show a group of visiting 
game journalists how its accounting department 
works. You just gotta love the nuts at ArtDink. 


WAY 


Even more popular than music games 
are simulations. Pretty much anything 
can be simulated, from jobs to plants 
to life. If it exists, chances are the 
Japanese have made a game about it. 


z 
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ly to you because 
no one’s ever heard of it. Interesting choice, Sony! 


(Enix): Grow giant space vegetables 
and avoid crop-munching pests. Enter your vegeta- 
bles in contests like “Giant Pumpkin” or “Vege- 
tables That Make Sounds and Smells.” Uh, yeah. 


4 Do you have what it 
takes to grow cosmo veg- 
etables in Astro Noka? 


(Bandai): Find a stray cat and 
raise it to the ripe old age of 20. However, take care 
to rear it properly or it will run away or get sick. 


For fans 
of the truly 
bizarre, 
there's Every 
Day is Cat 
Day. The title 
just about 


(Human): Manage a chain of convenience 
stores and expand across Japan, bringing Slim Jims 
and Slurpees to every prefecture 


(Ascii): This million-selling horse, convenience Store 2 car- 


\ 


Ae 


So now you know what games we think 
are wacky. But what kinds of games 
would we make if PSM ran the zoo? 
It's almost too scary to think of... 


Alien Abduction: Sort of a sim for the X-Files 
set, in Alien Abduction you control and manage 

a gray UFO. Meet your abduction quotas, avoid 

the Men in Black, and mutilate some cattle for 
bonus points with the High Command. Keep | 
everything on the up-and-up and you may get 
the chance to work with the CIA on a some 
top secret assignments! 


Bathroom Panic: You have to go to the 

bathroom really badly. The only problem is, 

you're in a major metropolitan city with 
locked public toilets, unhelpful store clerks, 
and bothersome panhandlers. Thankfully, 
you can pick up power-ups in the form of fire 
extinguishers and furniture to beat the doors 
down with. A meter on the screen tells you 
just how long you have until you burst. 


Liquor Store: 
Modeled after 
the ultra-realistic 
Japanese brand of 
simulation games, 
Liquor Store has 


racing sim is still as popular as ever. You don't actu- 
ally race horses, but you do get to tend to the sta- 
bles and make sure all the jockeys show up. Yee-ha! 


(Konami): Girlfriend sims are 
super popular in the Land of the Rising Sun. Try to 
get a date with an anime babe by keeping the con- 
versation flowing. Don't blow it or you'll end up like 
the guys who actually bought the game: dateless. 


ries sim games too far. 


gamers manning the 
counter of a popular 
booze emporium. 
Work either the day i 


% 
or night shift, avoid getting shot by burglars, and \- 
keep the booze-hounds from stealing the cheap | 
wine. Make sure the till balances and clean up \N 


any spills. Think you can handle it? Hey 
| man, this stuff is way more dangerous 
than saving the galaxy! 


4 For the lonely player, 
there's Tokimeki Memorial. 


4 Derby Stallion has sold 
well over a million copies! 


Secrets guide 


F=9 reath of Fire Ill provides a vast and than your share of work trying to find 
involving adventure with enough sub- and master them all! And of course, 
quests and mini-missions to keep casual we're here to help you become the 
gamers busy for a really long time. But if Breath of Fire Ill expert, so don’t worry 
you're the kind of gamer we know you are, about missing one secret! 
you'll want to go beyond the required grunt 
work and get to all those secrets! After all, the 
game ain't over until you learn every spell and 
ability. With a whole bunch of extra options, 
like apprenticing, acquiring enemy skills, and names were used, some may change in 
collecting Genes for Ryu, you'll have more the final copy of the game.) 


Master List 


Masters act like teachers hrOUohOL BOFIll, al they! ll 
reward you with a spell or skill for going up a certain 
preset amount of levels. Each master is different and 
will offer to teach you unique spells specific to their 
styles. However, you must also realize that once you 
sign on to apprentice with one, your stats and abilities 
will slightly increase or decrease for as long as you're 
under that master's tutelage. Once you've completed 
all the skills that you can learn from a specific Master, 
a star will appear next to its name in a the Master List 
that you can view while camping. 


This master will be one of 
the first ones you'll have 
the opportunity to appren- 
tice with. You'll find him in 
a hut in the Cedar Forest in 
the Yraall region. You can 
learn from him during 
childhood after being separated from Rei and Teepo. 
It's best to have a non-magic user apprentice with him 


HP: +2 Defense: +1 
AP: -2 Agility: 0 
Attack: +2 Intelligence: - 2 


Acquired Skills: Risky Blow (level 2), Focus (level 5), 
Super Combo (level 8), Disembowel (level 10) 


This master lives in a for- 
est to the west of McNeil 
village in the Yraall Region. 
Look for the question mark 
location with the chopped 
down Yggadrasi tree. Upon 
first meeting him, he'll ask 
that you give him all of 
your money, then he will teach you. Don’t worry—if 
your stash happens to be zero, he'll still teach you. 
While you're apprenticing with him, your power of 
attention will increase by 5%, your rate of counterat- 
tacks by 2%, and rate of dodging by 2%. 
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Mikatect (level 8) 


: Look for this master at the 
: top of the hill near the 


(NOTE: This guide was written from an early 
version of BOFill, and while all attempts 
were made to ensure that all the English 


HP: 0 Defense: -1 
AP: +1 Agility: 0 
Attack: -1 Intelligence: +2 


Acquired Skills: Frost (level 1), Barrier (level 4), 
Magic Ball (level 6), Shezaaga (level 8) 


This master is one of the giant trees. Find him in a for- 
est to the east of the Plant in eastern Wyndia. You car 
become his student if you put Peco in the lead, estab- i 
lish a conversation with the tree, and give him a “fruit : Defense: +3 
of your wisdom” (Wisdom Fruit). While you are his stu- : AP: 0 Agility: -3 
dent, your defense against flame attacks will be drasti- - (Ataekaee) Intelligence: -3 
cally lowered. Yggdrasil is a good master for a magic- : Acquired Skills: Charge (level 2), Counter (level 4), 
using party member. > Resist (level 6) 


HP: -1 Defense: +1 
AP: +1 Agility: 0 
Attack: -2 Intelligence; +2 


Acquired Skills: Sanctuary (level 2), Recall {level 5), 


Coffee Shop in Eastern 
Wyndia. To become her 
student, you must be car- 
tying over 15 different 
weapons that are unequipped war in your qvenens 
While you're apprenticing with her, your overall accure- 
cy and ability to dodge and hit opponents will increase. 
Rei’s agility, specifically, will be raised considerably if he 
becomes D'lonzo’s student. 


Intelligence: 0 
Offensive Power: 0 Defensive Power: 0 


HP: Defense: no effect : Acquired Skills: Unmotivate (level 1), Feign 
AP: -2 Agility: +1 : Swing (level 2), Backhand (level 3) 
Attack; +1 Intelligence: no effect Res 


Acquired Skills; Monopolize (level 2), Intimidate 
(level 3), Steal (level 4) 


ty . 
This master can be found drunk in the bar in the Arena 
town located in south central Wyndia. After speaking 
directly with him, he requires you to fight over 30 fights © 


Acquired Skills: Trump (level 2), Berserk (level 5), 
iden Death (level 8) 


Defense: 0 

Agility: 0 

Intelligence: +1 
Acquired Skills: Meditation (level 2), Kyrie (level 5), 
Benedi (level 8) 


je his 
and AP will rise quickly while 
ital. 


Agility: 0 
Intelligence: +4 


When she does allow you 


+. You will have stronger 
ill be increased when 
skill (arguably the best 


jefense: -3 
Agility: +1 
2 Intelligence: +3 
Acquired Skills: Inferno (level 2), Blizzard (level 5), 
hor's Hammer (level 8), Sirocco (level 11), Seven 
enses (level 15) 


= You can find this faerie 
: Master in a pond in the 
> center of a mysterious 
: forest. Find the question 
! mark location slightly to 
: the northwest of the 
: Eastern Checkpoint in 
’ Eastern Wyndia. Use Ryu to clear the bushes blocking 

" your access to the pond in the area, then use Peco to 

: toss a rock in the center of the pool. Meryleep will 

' appear if you do it correctly, then she'll ask Ryu to 
fetch her Flower Jewel. You can find the Flower Jewel 

» in aisolated area across the Mykss Gorge behind the : 
© small mountain on the west side of the bridge. Find 

* the small hut behind the mountain where some 
thieves are hiding out and have Peco bash the tree just 

* outside the hut. The Flower Jewel should fall out of = 
: the tree, so you can grab it and take it back to 

: Meryleep. While you are her apprentice, your dodging 

» fate increases by 10%. 


: chef from your journey 


* He works in a lower 
f kitchen of the castle, and 


: The game begins AGAIN! 
» Choose to play Hide-and- 
: Seek with the four teens 
* in Wyndia during Ryu’s 
‘ adolescence. Locate all 
» four of the hiders and then 
= return to Wyndia. Bais will 
= be hiding inside the Dauna 


HP: -1 Defense: -1 
© AP: 0 Agility: +2 
Power: -1 Intelligence: 0 


Acquired Skills: Charm (level 2), Shadowalk (level 5), 
Battle Song (level 8) 


Remember the wacky 


through Wyndia Castle? 


you'll have access to him 
once Nina is banished 


» from home. He'll request 
: that you bring him Beef Jerky, Swallow Eye, a Red 
* Catfish, and a Martian Squid. After doing so you can 


become his student. While apprenticing with him, your 
fate of critical attacks increases by 5%. Hachio’s abili- 


ties concentrate mainly on weapon-based attacks. 


TAP: +2 Defense: +1 
» AP: -2 Agility: -1 
| Attack: +2 Intelligence: -1 


: Acquired Skills: Mighty Chop (level 2), Demon- 


Cutter (level 4) 


Mine in the land of Dauna, on the wooden platform 
overlooking the green mossy dragon skull from the 
intro cinema. Once you find all four of the teens and 
return to Wyndia, talk to Bais to become his appren- 


* tice. He instructs you in shifts, not skills, so there's only 


one goal in mind. 


HP: 0 Defense: 0 
 AP:0 Agility: 0 
Power: +1 Intelligence: 0 


Acquired Skills: Tune Shift (A shift in agility such that 
the entire battle formation is as agile as the person in 
the lead) (level 3) 
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Read the requirements for Bais, then locate Lang hid- 
ing behind one of the tombstones in the long catacomb 
in the tombs below Castle Wyndia. He'll teach you 
once you locate all four teens and talk to him again. 
This master gives neither shifts nor skills, but an item 
(Cupid's Lyre). 


HP: 0 Defense: +1 
AP: 0 Agility: 0 
Power: 0 Intelligence: 0 


Acquired Skills: Cupid's Lyre (An accessory that 
replenishes your HP while you're walking) (level 3) 


Locate all four people playing Hide-and-Seek from 
Wyndia, including the woman hidden behind the wall 
of a Checkpoint station of the bridge that connects 
eastern Wyndia and the Rhapala region. Then return to 
downtown Wyndia so that you can become Lee's 
apprentice. She instructs in shifts, not skills 


HP: 0 Defense: 0 
AP: 0 Agility: 0 
Power: 0 Intelligence: +1 


Acquired Skills: Wise Shift (The last character in 
the battle formation will have its magical 
power increased) (level 3) 


Track down all of the four hiders from the Hide-and- 
Seek game from Wyndia, including Wynn, who is hid- 
den behind the westernmost house in Junk Town in 
the land of Urkan. Then return to downtown Wyndia so 
you can become her apprentice. She instructs in shifts 
that replenish HP on every turn in battle. 


HP: +1 Agility: 0 

AP: 0 Intelligence: 0 

Offensive Power: 0 Defensive Power: 0 
Acquired Skills: Enhance Shift (During battle, every 
one in battle formation will have their HP increased a 
bit for 1 turn) (level 3) 


Once you reach the far 
town of Dragoniel on 
the Lost Shore, make 
sure that you speak to 
the Elder Dragon. After 
you fight him, examine 
the small statue of 
Ladon in the tent to the 
tight of the Port Drive. 
Now head over to the 
rectangular space on the stone wall right above the 
doorway to the Port Drive in Dragoniel and have Ryu 
talk to it. Ladon will appear and offer you his teachings. 
While you are in his tutelage, your Flame abilities are 
+3, Abnormal attributes are +1, and Death attributes 
are +1. These perks are balanced by the fact that it 
becomes really difficult to raise your HP and AP when 
gaining levels. 


HP: -6. Defense: +2 
AP: -6 Agility: +1 
Power: +2 Intelligence: +2 


Acquired Skills: Mind's Eye (level 3), Deity Attack 
(level 5), Horror Barrier (level 7), Horror Smash (lv. 9) 


APRIL 


ry 


x 


bi— £3 
STRATEGY” 
i the last battle between Bario and Santo. 
Gene List Cost in AP: 5 
FLAME 
Properties: Flame attributes and a “Fire Breath” spe- - THUNDER 


cial attack. Defense is higher against flame attacks, but 
is brutally weak in the face of any ice attacks. 

Where To Find It: You can obtain this Gene when you 
enter the underground dungeon of Castle Wyndia dur- 
ing childhood. 

Cost in AP: 5 


FROST 

Properties: Ice attributes and an 
“Ice Breath” special attack. 
Especially good against Fire 
using enemies, but you'll take 
some high damage from 

Flame attacks. 

Where To Find It: The Gene is 
first discovered in the central part 

of Wyndia, under the bridge that 
crosses Mykss Gorge, right out- 
side the hut where the family 
that makes Shisu lives. Your first 
opportunity to grab it is after 


amy Skills List 

rn skills from enemies during battle, you must 
utilize the Examine command from the combat 
menu. The enemy must use an ability during the 
round that your party member is examining. It must 
be an ability that either no one in your entire party 
has learned before, or one that is capable of being 
learned. Not all enemy skills can be picked up by 
your characters. 


> If the enemy 
you're examin- 
ing sa 
special ability... 


4 ...You'll have a 

chance of learning 

1 it if it's an ability 
you can acquire. 


a APRIL 


Properties: Has thunder attributes and a “Thunder 
Breath” special attack. You'll be really well equipped 
when facing foes wielding thunder type attacks. 
Where To Find It: This genie can be obtained in the 
land of Rhapala to the north of the first town, in an 
abandoned house by the shore. During 
childhood you'll see it after passing the 
Checkpoint 
Cost in AP: 5. 


SHADOW 
Properties: Darkness attribut- 
es. Shadow Breath, and Pois- 
on special attacks. You'll be 
vulnerable to Light attacks, 
but will fare incredibly well in 
the face of Shadow attacks. 
Where To Find It: When your 
childhood ends, you then 
Move on to adolescence and 
find yourself asleep in the 


NOTE: This is by no means a complete list of enemy 
skills that can be acquired. Try new things out and 
you're sure to discover even more skills than are on 
this list! 


SKILL NAME 


Lower Goblin 
Elite Goblin 


Lizard Pet, Trickster 
Roach, Giant Roach 
hunderery, © Armor 
Pooch, Eye Goo 
Double Blow. Nut Troop, Lizardman 
Last Stand. Ore 
Rage Hyper Pooch, Mad Ore 
Black Flam Stuffed Dol 
Timed Blow Ripper 
Wind Strike izardman 
Flying Kick. rickster, Old Man 
Mind Flay... Headbanger 


Dream-Freeze Bottle Fighter, Living 


Thunder Clap. 
Bum Back . 


Resist . 
Intimidate 
Spirit Blast. 
Super Combo 
Risky Blow 
Meditation . 
Mighty Chop . 
Frost Strike 
Cold 
Thunder Attack . 
Transfer. 


4 Using your Fusion Gene with assorted other djinn will 
create this massive, deformed-turtle beast with an insane 
amount of power and HP. 


Dauna Mine. After making your way through most of 
the mine, you'll end up having to fight a Dragon- 
Zombie. If you win the battle, the Dragon-Zombie turns 
into this Gene. 
Cost in AP: 5. 


RADIANCE 

Properties: Has attributes of light and a ‘Shine Breath’ 
special attack. You'll be particularly vulnerable to dark 
attacks, but your endurance will go up in the presence 
of light attacks. 

Where To Find It: Late in the game, you can transport 
to the Container Yard to pick up this Gene. 

Cost in AP: 5. 


FORCE 

Properties: Regards power as all-important. It can 
become a Warrior-Dragon. Agility and power are high 
when using this Gene. 

Where To Find It: You can find this Gene in the east- 
ern part of Wyndia in an underground passage beneath 
the Plant in one of the air ducts. 

Cost in AP: 8. 


DEFENDER 

Properties: Emphasis on defense. It uses a “Counter” 
counterattack. Besides its high defensive power, there 
are no other significant changes in its abilities. 

Where To Find It: Escape from the underground dun- 
geon in Wyndia Castle, and shake off the pursuing 
Santo by jumping off the cliff with Nina. You'll find the 
Gene in the area you land in. 

Cost in AP: 8. 


ELDRITCH 

Properties: Emphasizes magical 
abilities. Uses magical special 
attacks. Can change into a combi- 
nation of other djinn. Has high 


intelligence. 
Where To Find It: vy. 
eee 


This genie can be 
obtained in the 
land of Rhapala at 
the very top of 
the lighthouse. 
You can first pick 

it up during child- 
hood when you're 
asked to repair the light- 
house for the Ship Guild. 
Cost in AP: 8. 
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The almost human-looking Warrior can sure pack a 
whallop in regular hand-to-hand attacks, but he’s not 
always too tough to bring down. 


Properties: You'll be able to morph into a behemoth 
dragon with this Gene. After it transforms, you can use 
the Meteo Dive. 


The Kaiser Dragon can be had from the Infinity Gene. 
Watch out for his Berserker mode attacks! He'll instantly 
kill most of the enemies (and party members) in one hit! 


because it mainly just strengthens characteristics of 


the other Genes. The main emphasis of abilities is on 
assist spells. 

Where To Find It: During childhood, you 
can find this Gene to the slight north of 
the Tower. When Momo crashes her 
rocket, you'll land in a small field where 
the Gene is lying. 
You can return to 
this spot if you 
miss it the first time 
around. 

Cost in AP: 8 


Properties: Has the ability to 
reverse attributes (e.g. turn- 
ing fire to ice, light to dark, 
etc.). 

Where To Find It: This Gene 
is found to the south of Mt. 
Boumore. During childhood, 


This little guy may have some fancy skills, but he’s 
drastically weaker than any of his brethren. You'll have 
to combine in order to truly succeed. 


found in the land of Urkan near a cape in the western 

part of the mechanical beach, behind a curtain inside a 

hut. You'll find it during adolescence if you pass 
through Junk Town. 

Cost in AP: 8. 


Properties: This Gene gives you the ability 
to bring powers beyond normal limits. 
Where To Find It: You can find this 
Gene during adolescence, to the 

north of the Steel Grave area on 
the map in the shade of a Yggdrasil 
tree. You can pick it up after riding 
the Black Ship to the Lost 
Shore. 
Cost in AP: 8. 


Properties: No matter which Gene you 
combine this with (except for Infinity), 
you'll always transform into a little Whelp. 


While not the most powerful form for Ryu to take, the 
Dragon does get you through some of the earlier battles 
with power to spare. 


Where To Find It: By using a secret path inside the vol- 
cano part of Mount Zubro. You can first pick it up before 
your full trip to the Urkan Region 

Cost in AP: 16. 


Properties: The Gross Gene strengthens any 
abilities you use. It will reveal all the 
abilities for the other djinn once 
they are combined. 
Where To Find It: You'll 
be able to find this 
Gene while wandering 
through the Tyd Palace 
south of Rhapala 
(on your way to 
Cliff. During 
adulthood, 
you'll need to 
find the Guard- 
ian Geist in Cliff, 
and you should 
» find Gross on your 
» way there. 
Cost in AP: 8 


SS 


Properties: This Gene is really only used in 
conjunction with other Genes during battle 
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you'll have to cross Mt. Boumore and make your way 
across to the Tower, but before you do, make sure to 
look for the area to the south of the mountain. You 
should come across a question mark 


location where the Gene is. ae) ey 
Cost in AP: 3. ep, 
> 


Properties: This genie will randomly d 
modify abilities 

and attributes. 

Where To Find It: In the land of 
Urkan, the Gene can be found on 
the shore of Steel Beach: 
During adolescence you'll have 

to use the Beach to collect parts for 
the Guild ship. You can find it then: 
Cost in AP: 3. 


ig 


Properties: This 
genie is shrouded 
in mystery. It 
appears to have 
the ability to combine other 
Genes. It can be used to 
strengthen the 

Peach Dragon. 

Where To Find It: This genie is 


Where To Find It: During adolescence, you can find 
this Gene to the west of the Colony buried in the 
machine scrap pile of the Steel Grave. 

Cost in AP: 1. 


Properties: This Gene lets you transform into a 


sy dragon that imitates the characteristics of your 
sae 


q, 


companions, with the exception of Garr. When 
used correctly, you can raise your abilities signifi- 
cantly. 
Where To Find It: You'll be able to pick up this 
Gene after your fight with the Dragon-Zombie in 
the Dauna Mine. 
Cost in AP: 6. 


a 
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Properties: This Gene fully unlocks 
the power of the Brood. Whatever 
Gene you combine it with, you'll be trans- 
formed into the Kaiser Dragon. But as 
the Kaiser Dragon, you won't be able to 

control Ryu's actions unless you com- 
bine the right Genes. 
Where To Find It: You'll get it after beating 
the Elder Dragon in Dragonier. 
Cost in AP: 40. 


APRIL 


fl By he path to Diablo is not necessarily a straight 
line—the evil that is underneath the town also man- 
ifests itself in numerous mini-quests throughout the 
game. While the quests are not always essential to 
completing the game (you can fight your way 
straight to Diablo if you want), they provide you 


~ yi Ni 
SPOILER ALERT! 
This is a complete guide to all the 
quests in Diablo, and should only be 
used when necessary. Don't say we 
didn't warn you! 


with powerful magical items that will definitely 
come in handy as you go deeper into the dungeon. 
Quests are randomly given, and you probably won't 
get every one in every game you play. But to pre- 
pare you for the quests you may encounter, we've 
made a list of how to beat the ones we've identified. 


: a dark passage. Descend through this passage to the : 
spring where the water is being poisoned. You will : 
: have to fight many monsters in this cave, primarily 


The wounded townsmen lying outside the church will 
tell you of a horrible demon with a devastating weapon : 
that killed everyone in town. Your mission is to destroy 
this Butcher. You'll find him on level two of the dun- : 
geon in his own room. Two clues will give away which : 
toom is his: it's the only room located in the center of 
another room; and when you pass by it, you can see : 
that the tileset inside is totally different than the rest of 
the dungeon. You don’t want to open this room unless : 
you're prepared—many adventurers die here because : 
they weren't ready to fight a boss so early in the game. 
A good way to beat the Butcher is to open the door 
and wait for him to start speaking, lay down a firewall, 
and then close the door. The Butcher can't open doors, 
so he'll walk straight into your firewall and stand there 
until it goes out. Next, open the door and finish him off : 
with some firebolts. If you don’t have these spells avail: 
able, another way to kill the Butcher is to trap him on : 
the other side of a door that has a window you can : 
shoot arrows through. When you finally defeat the : 
Butcher, he will leave his cleaver on the ground for you: 
to pick up and use if you wish. 5 


The Butcher's Cleaver: +10 Str, 
Unusual Item Damage “ 


The Butcher is one of the first major bosses you will have to 
fight. He is especially tough because you are at such a low level. 


Converse with Pepin the Healer to learn the story of : 
the town’s poisoned water supply. On level two of the : 
dungeon, you will find a crack on a wall that leads down : 


APRIL 


Goat men and small demons. Make sure you're 


: stocked up on health because your mission is to eradi- 


cate every one of the monsters in the cave! The best 


: way to do this is progress slowly, preventing the mon- 

sters from overwhelming you at any time. After you've : 
: killed every single monster in the cave, a horn will : 
: sound to signify the completion of your quest. Now go: 
: back to town and get your reward from Pepin—the : 


Ring of Truth. 


.. 
Sasi 


All +10% 


A Be sure you have lots of health potions when you set out to 
fight all of the creatures in the water supply room. 


The Ring of Truth: HP +10, -1 : 
Damage from Enemies, Resist : 


Ogden the tavern owner will tell you the sad tale of 


King Leoric, damned to forever walk the dungeon floor 
as an undead warrior. Leoric’s tomb is located on the 
third level of the dungeon and is infested with dozens 
of skeleton warriors and archers. It's best to ignore all 


of the extra skeletons and concentrate on Leoric : 
(you'll know which one he is), because he will resur- = 
= rect any of the skeletons you take out just by walking : 
: by them. Using the Holy Bolt spell is the best way to : 
: kill Leoric, although a warrior will do almost as well : 
: with a blunt weapon like a mace or a club, Be careful : 


: the 


do some artful running and dodging. After defeating 
Leoric, take out the remaining skeletons in the tomb 
and claim your prize: The Undead Crown. Be sure to 
look around after killing the King, as a few more magic 
items are in the adjoining 

( , rooms of his tomb. 


The Undead Crown: 
AC 8, Life Stealing Ability 


The Skeleton King is one bad hombre. If you don’t have the 


i holy bolt spell, try to attack him from a distance. 


After talking to Ogden, 
you will notice that his 
tavern sign is missing. 
In fact, it has been 
stolen by creatures in 
dungeon! Go 
down to level four an 
a creature named Snot- 
spill will tell you where 
the sign is. It's in a large 
chest being guarded by 
several creatures. Kil 
the creatures and grab 
the sign out of the chest. 
The best thing to do 
now is to Town Porta 
into town and return the 


: sign to Ogden, who will give you the Harlequin Crest. 
because edged weapons like swords and axes only : 
inflict minimal damage. The Ranger's bow will hurt the : 
King, but it will take quite a few hits so you'll have to : 


Then go right back down to the dungeon and fight 
Snotspill. After defeating Snotspill, you will gain a sec- 
ond unique item—the Ice Shank. 
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The Harlequin Crest: All Attributes +2, 
AC -3, -1 Damage from Enemies, HP +7, 
Mana +7 


The Ice Shank: Resist Fire 
+40%, +9 to Strength 


Once you grab Ogden’s sign, return it to him. Then go attack 
Snotspill to get your second reward. 


Gharbad the Weak is a goat demon you will meet on 
level four of the 
dungeon. Talk to 
him, and he will 
offer you a magic 
item if you spare his life. 
Good deal! Keep talking to 
him after you get the item. 
lf you bug him enough he 
will attack you. Luckily, 


asecond magic item. 


GHARBAD THE WEAK 
N@ RESISTANCES 
S@eme MAGIC 
WMMUNITIES 


Gharbad is a real wimp of a goat man that you will encounter 
on level four. Anybody can take this chump out. 


Griswald the Blacksmith will tell you of a magic rock 
that has been stolen and now resides in the 
Catacombs. You'll have to scour level five to find the 
stone. Look carefully because the stone is small and 
hard to find. Once you do find it, bring it back to 
Griswald and you will be rewarded with the 
Empyrean Band 


The Empyrean Band: +2 to All "a 
Attributes, +20% to Light Radius, 

Fast Hit Recovery, Absorbs Half 

Trap Damage. 


he's really easy to beat : 
for any character, and : 
after he dies he will drop : 


MAGIC R@BCK 


The Magic Rock is hard to find, but your reward is well worth 
the time it takes to find it, 


Firewalls are the key to beating the horde that awaits you in 


: the Chamber of Bone. 


You will find the Book of Blood on level five. The : 


Pedestal of Blood is in the same room. On the floor by 


the rooms next to where you are right now. Get the 
two stones and place them on the pedestal, also. This 
will cause the wall behind the pedestal to open, reveal- 
ing some very angry horned demons. Fight them as 


you would any monsters (albeit tough ones), and you : 


will find the Armor of Arkaine’s Valor 
behind them. 


Fastest Hit Recovery 


ARNAINE'S VAL@R 


The Arkaine’s Valor is some of the best armor you can get in the 
first half of the game. Blood better not make you queasy, though. 


: On level six of the Catacombs you will find a book 
: that will allow you to discover a secret staircase. This : 
: staircase leads to the Chamber of Bone. Before you : 


go into the Chamber, make sure you have plenty of 
healing and mana—a huge undead horde is waiting 
for you inside, and it won't be an easy fight. Firewalls 
are very effective here due to the sheer numbers of 


the enemy, but if you don’t have firewalls be pre- : 


pared to do some major hacking and slaying (that's 


: why you bought the game, anyway!), Your reward, : 
should you clear the room, is a book with the : 
: Guardian spell. The nature of the reward makes it far : 
more beneficial for mages and rogues to get this mis- : 


sion. Warriors benefit mostly from the huge amount 
of experience gained and the sale value of the book 


(unless they find it necessary to read the book for : 
: some reason). : 


Arkaine’s Valor: AC 25, +10 to : 
Vitality, -3 Damage from Enemies, : 


You will find the Book of the Blind on level seven. Once 


: you read it, two doorways will open to a dark and 
the pedestal you should find a blood stone (sense a : 
theme here?). Take the bloodstone and place it on the : 
pedestal. Now you will have to find the other two : 
bloodstones to activate the pedestal. Luckily, they're in: 


seemingly empty room. DO NOT enter this room—it's 
filled with invisible monsters called illusion weavers. 
The best approach to tackling these guys is from the 
doorway, where they can only come at you one at a 
time. Firewalls also work well here. If you 

manage to kill everything in the room 

you will get the Optic Amulet. 


Optic Amulet: +20% Light Rad- 


: jus, Resist Lightning +20%, -1 
: Damage from Enemies, +5 to Magic 


®PTIC AMULET 


The halls of the blind are filled with invisible monsters that guard 


: the Optic Amulet. You'll want fo take them out one at a time. 


You will meet Zhar in the library on level eight of the 


: Catacombs. He doesn't want to be bothered by you, so 
: he will give you a spellbook in exchange for leaving. If 
: you decide not to leave and instead stay and search 


through the bookshelves, Zhar will become enraged 
and attack you. Make no mistake about it, Zhar is 
tough. He’s also immune to fire. Lightning attacks 
work, and so do traditional hack-and slay-methods. Just 
make sure you have plenty of health, because Zhar's 
attacks are fast and extremely powerful. Your reward 
for beating Zhar is a random magical item. 

Zhar is a seriously 

tough opponent to 


beat—especially with 
his immunity to fire. 


geon to find the black mushroom. The black mush- 
foom is in the mushroom patch, which is located on 
the same level where you found the book. Bring the 
mushroom back to Adria and she will mention that 
Pepin needs a Demon Brain. Swing by Pepin’s to con- 
firm that he does indeed need a demon brain for the 
elixir he’s brewing. Now go back down to the caves 
and kill something remotely demon-lke (it doesn’t 
seem to matter what). You will see its brain lying on the 


ground. Run the brain up to Pepin, who will then use it : 


to make the Spectral Elixir for Adria. When you get to 
Adria with the elixir, she will say she doesn’t need it 
anymore and that you can keep it. Whew! 


Permanently 


¢ You can 


Griswald the Blacksmith will tell you about the Anvil of 
Fury, located deep within the caves. On a small island : 
on level 10, you will find the anvil surrounded by quite : 


a few baddies. Kill all of the monsters, grab the 4 
Anvil, and return to Griswald. In gratitude he will 
give you Griswald’s Edge. 


Griswald’s Edge: Fire Samage 1-10, Chance To 


Hit +25%, fast Attack, Knocks Target Back, AN 


Mana +20, HP -20 


Be warned, this quest is very tough. 
On level 13 of Hell you will find a 
book called the Steel Tome. Go 
back to town and speak to Cain 
about it. He will tell you about the 


out all of the monsters before read- 
ing the book—you don’t want to deal 
with anything else when you unlock the armory door. 


(for mana-shielded players) before you read the book, 


AlpRIL 


This is one of the longest, most drawn-out quests in : 
the game. It all begins on level nine, where you will find: 
a book called the fungal tome. Take this book to Adria. = 


She will look at it and send you right back into the dun- : esting ih lataay TOUT US eUTTERS, He ES 


Spectral Elixir: +3 to All Attributes 


: Archbishop Lazarus is the penulti- 


: characters, which makes him even 
: more difficult to beat. 


: of Lazarus. Take the staff to Cain and : 
: he will tell you of the evil Lazarus. Return to level 15 


After you are as prepared as you can get, read the 
Steel Tome and unlock the door to the armory. Inside 
are several Blood knights and the Warlord of Blood. 
The Warlord is immune to fire, lightning, and magic, 
which puts mages at an extreme disadvantage when 


things to beat him with are either Stone Curse (which 
works) or a couple of golems (if you are lucky enough 
to have that spell), Rogues and fighters will have an 
easier time with their melee weapons, but always keep 
an eye on your health—it's almost impossible to get 


your gear back if you die in this fight. After you beat : 
: every creature in the room, you can look around to find : 


several magic weapons and some magic armor. 


: On level 14 you will find the knight Lachdanan, who 
: has another tragic story to tell. The only thing that can 
- help him is the Golden Elixir that is found on level 15— 
: Ouch! Get the Elixir and bring it to Lachdanan. In return 


he will give you the Veil of Steel. 


Veil of Steel: AC 18, Resist All +50%, 
-20% Light Radius, +60% Armor, 
Mana -30, +15 to Str and Vit 


mate boss of the game, and he is sec- 
ond only to Diablo in toughness. He is 
surrounded by at least two other boss. 


First of all, you must find the staff 


and find the Pentagram on the ground. Step into the 
portal and you will teleport to a room filled with Succubi 
and Advocates. Read the book in the room while stand- 


ing on the circles on the ground, and you will teleport : 
: into the Succubi's area. This is one heck of a fight, but : 
: jt shouldn't tax you too much (if it does, make sure to 
Warlord of Blood. Go back to level 13. = 
as many times as necessary to clear : 


go get re-stocked before proceeding). 


on at once the more likely you are to survive. Set up a 


: Town Portal when you get a free minute so you'll be 


: with the pentagram. Step on the 
: Pentagram and you will be transported 


: you should have before you enter the 
: level is enough gear to max out your fire 
: resistance at 75%. Trust us, you'll need 


: quadrants. When you first arrive, sev- 

: eral advocates and Blood knights will be 
: out in the open where you teleport in. Kill them all 
» before proceeding. Success at this level depends on 
} your ability to annihilate large amounts of enemy troops 
: at once without dying. If you must recharge after you 
: kill them all, use the town portal to go back to town. 


: able to get back down here with no problems (try to do 
: it where there are less monsters). Fireballs will work 
: well for mages if they have the mana to support using 


them, otherwise use stone curse. Rogues and 


: Warriors should just be prepared to do some serious 


pummeling. Scrolls of firewall are very useful for weak- 
ening the hordes here and help set up a defensive pos- 
ture to work from. After you defeat all of the bad guys, 
pick up their magic weapons (at least one of them 
should be cool) and head back up to the surface for a 
much-needed recharge. Next stop, Diablo! 


After you've stocked up 
for the mother of all bat- 
tles, return to the room in level 15 


to level 16—Diablo’s level. One thing 


it. Diablo's level is broken up into four 


When you come back, look at the map. See how 


‘ three areas are locked up and one isn't? Go to the 
: unlocked area and fight all of the monsters there. After 


beating them, pull the switch and the second area will 
open. Do the same for the second quadrant and the 


: third will open up. After you kill all of the monsters in 


the third quadrant, pause a moment before pulling the 


This is the 
final fight. You 
had better be 
stocked up on 
fire resistance, 


second switch. Make sure you are in great shape 
because the next fight is Diablo himself. Okay then, 
pull the switch and slowly proceed downward—one 
step at a time if possible. If done correctly, Diablo will 
come out after you without you having to fight the 


: Blood knights at his side. Lure him back up to battle so 
= you won't have to deal with the other monsters. The 
After killing everything, step back into the circle and = 
: teleport to Lazarus’ chamber. Here you must face not : 
: only Lazarus, but also several bosses and many min- : 
: jons. Run away at this point—the less you have to take = 
Make sure you are well stocked on health and mana : 


best way to beat Diablo is to blast him with high-level 
Holy bolts. If you don’t have that option, hack away 
until he dies—just make sure you have plenty of health 
potions, because he's tough. Eventually he'll die in a 


: great geyser of blood, and you'll see the end- 
: ing movie. Nicely done! 
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STRATEGY 


elcome to Part Two of our compre- 

hensive Resident Evil 2 walk- 
through. We're bringing the walkthrough 
to a close this issue by covering Claire and 
Leon's B Games, so let's get moving! 


aa 


This guide contains a complete walkthrough 
of Resident Evil 2 and should only be used 
when absolutely necessary. Reading too 
much may spoil your enjoyment of the 
game, so don't say we didn’t warn you! 


Claire B 


You start the game 
with the Hand Gun, 
Knife, and Lockpick 


You start the 
game with the 
Hand Gun, Knife, 


and Lighter 


Room 1: Street 
Enemies: Zombies (x7) 
Items: none 


Room 1: Street 
Enemies: Zombies (x7) 


Items: none 


Room 2: Outside 

the Garage 

Enemies: Zombies (x3) 
Items: Cabin Key 


Room 2: Outside 
the Garage 
Enemies: Zombies (x3) 


Items: Cabin Key 


Claire B 


Room 1: Security Room 


Hand Gun Bullets (x1), 
Flame Rounds (x1), Ink 
Ribbon (x1) 

Special: Typewriter, 
Item Box 


Room 2: Transport Room 2 
Enemies: Zombies (x5) 
Items: none 

Special: Transport 


Room 3: Main Shaft 
Enemies: none 

Items: Master Key (you get 
from Annette later on) 
Special: Breaker System 


Room 4: Right Passage 


Special: Security Terminal to 
Laboratory B4, Room 12 


Room 5: Cold Room 
Enemies: none 

Items: Fuse Case, Main Fuse, 
First Aid Spray 


Room 6: Left Passage 
Enemies: Plant Creature (x4) 
—two of them appear later 
Items: none 


Room 7: Tentacle Room 
Enemies: Zombies (x3) 
Items: Blue Herbs (can’t 
take), Bow Gun Bolts (x1), 
Lab Card Key 

Special: “Lab Security 
Manual,” File: “User 
Registration,” Anti-B.O.W. 
Gas Sprinkler 


Room 8: Tentacle Room 2 
Enemies: Licker (x2) 
Items: Ink Ribbon (x1), 
Grenade Rounds (x2) 


Room 9: Room with ladder 
to BS. 

Enemies: Tentacles (x6), 
Plant Creature (x1) 

Items: Green Herb (x2) 
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Special: Ladder down to 
Laboratory B5, Room 1 


Room 10: Cat Scan Room 
Enemies: Plant Creatures (x2) 
Items: Grenade Rounds (x1) 


Room 11: Main Elevator B4 
Enemies: none 
Items: none 


Room 12: G-Capsule Room 
Enemies: Zombies (x4) 
Items: Sub Machine Gun OR 
M.G. Bullets (x1) 


Items: none 


Room 2: Transport Room 2 
Enemies: Zombies (x5) 


Special: Transport 


Room 3: Main Shaft 
Enemies: none 

Items: none 

Special: Breaker System 


Room 4: Right Passage 
Enemies: none 

Items: none 

Special: Security Terminal to 
Laboratory B4, Room 12 


Room 5: Cold Room 


Items: Fuse Case, Main Fuse, 
First Aid Spray 


Room 6: Left Passage 
Enemies: Plant Creature (x4)— 
two of them appear later 
Items: none 


Room 7: Tentacle Room 
Enemies: Tentacles 
Items: Blue Herbs (can’t take), 


f 


Claire B : 


Room 7: Area 
Surrounding Police 
Station 

Enemies: Zombies (x2) 
Items: none 


Station 


Items: 


Flamethrower, Lab Card Key 
Special: File: “Lab Security 
Manual,” File: “User 
Registration,” Anti-B.O.W. Gas 
Sprinkler 


licker (x2) 
tems: 
Shells (x2) 


Surrounding Police 


Enemies: Zombies (x2) 
none 


k Ribbon (x1), Shotgun 


Room 9: Room with ladder to BS. 


Enemies: Tentacles (x6), Plant 
Creature (x1) 

Items: Green Herb (x2) 
Special: Ladder down to 
Laboratory B5, Room 1 


Room 10: Cat Scan Room 
: Plant Creatures (x2) 


M.G. Bullets (x1) 
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Ls 


Room 1: Zombie Street 
Enemies: Zombies (x4) 
Items: none 


Room 2: Small Work 

Area 

Enemies: Zombies (x2) 

—they only attack if 

you try to reenter the 

door to City Area 1a, 
2 


Room 

Items: Ink Ribbon (x1), 
Hand Gun Bullets (x1) 
Special: Typewriter 


Claire B 


Transport Room 3 
Enemies: none 
Items: none 


Room 2: Passageway 
Enemies: none 

Items: none 

Special: Elevator to 
Laboratory B4, Room 2 


Room 3: Pump Room 1 
Enemies: none 

Items: Green Herb (x1) 
Special: Item Box, 
Elevator down to 
Laboratory B2, Room 1 


Room 4: Main Elevator B1 
Enemies: none 
Items: none 


Room 5: Power Room 2 


Items: none 


cl 


Room 1: Inside Sky Tram 
Enemies: none 
Items: none 


Room 2: Sky Tram Room 2 
Enemies: none 

Items: Weapon Box Key 
Special: Flare Gun 


Room 3: Y-Shaped Branch 1 
Enemies: Zombies (x4) 
Items: Spark Shot 


Room 4: Y-Shaped Branch 2 
Enemies: Zombies (x4) 

Items: Green Herb (x1), Blue 
Herb (x1) 

Special: Ladder to Vacant Factory 
1F, Room 1 


Leon B 


Room 1: Zombie Street 
Enemies: Zombies (x4) 
Items: none 


Room 2: Small Work Area 
Enemies: Zombies (x2)— 
they only attack if you try 
to reenter the door to City 
Area 1a, Room 2 

Items: Ink Ribbon (x1), 
Hand Gun Bullets (x1) 
Special: Typewriter 


Transport Room 3 
none 
Items: none 


Room 2: Passageway 
Enemies: Tyrant (won't fight 
until later) 

Items: Magnum Bullets (x1)— 
you get from Tyrant 

Special: Elevator to Laboratory 
B4, Room 2 


Room 3: Pump Room 1 

Ene 3 none 

Items: Green Herb (x1) 

Special: Item Box, Elevator 
down to Laboratory B2, Room 1 


Room 4: Main Elevator B1 
Enemies: none 
Items: none 


Items: Master Key 


ide Sky Tram 
Enemies: William Birkin 
Items: none 


Room 2: Sky Tram Room 2 
Enemies: none 

Items: Weapon Box Key 
Special: Flare Gun 


Room 3: Y-Shaped Branch 1 
Enemies: Zombies (x4) 
Items: Shotgun Parts 


Room 4: Y-Shaped Branch 2 
Enemies: Zombies (x4) 

Items: Green Herb (x1), Blue 
Herb (x1) 

Special: Ladder to Vacant Factory 
1F, Room 1 
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Claire B 


Main Hall 
jone 
Items: Ink Ribbon (x1), Grenade 
Launcher, Precinct (Spade) Key 
Special: Typewriter, Computer, 
Ladder to 2F, Center Statue 


Room (oom With Lots of Desks 
Enemies: Zombies (x5) 

Items: Green Herb (x1), Hand Gun 
Bullets (x1), Detonator 

Special: File: “Memo to Leon” 


rst Aid spe (x1) 
Special: Item Box, File: “Police 
Memorandum” 


‘ombies (x6}—don’t 
appear until later 
Items: Green Herb (x1) 
i: Circuit Box 


Room 5: Hallway With Boarded 
Windows 

Enemies: Zombies (x6)—four of them 
won't appear until later 

Items: none 


Items: Hand Gun Bullets (x1), Red 
Jewel 

Special: File: “Operation Report 1,” 
Fireplace 


: Zombies (x5)—won’t appear 
until later 
Items: Green Herb (x2) 
Special: Staircase to Police Station 2F, 
Room 1 


Room 8: Dark Room 

Enemies: none 

Items: Ink Ribbon (x1) 

Special: Typewriter, Item Box, File: 
“Operation Report 2” 


Room 9: Reception Area 2 
Enemies: Zombies (x6) 
Items: Green Herb (x1) 


Room 10: Fan Room 

Enemies: Zombies (x5) 

Items: Ink Ribbon (x1), Hand Gun 
Bullets (x2), Green Herb (x1), Acid 
Rounds (x1), Valve Handle 
Special: Map to the Police Station 


Room 11: East Staircase 1F 
Enemies: none 
Items: Green Herb (x2) 


Room 12: Messy File Room 
Enemies: none 


Claire B 


Claire B 


Room 1: Pump Room 2 
Enemies: none 

Items: Ink Ribbon (x1), 
Flame Rounds (x1) 

Special: Typewriter, File: “P- 
epsilon report,” Elevator up 
to Laboratory B1, Room 3, 
Elevator down to Laboratory 
B3, Room 1 


Items: Ink Ribbon (x1), Lighter 
Special: File: “Patrol Report” 


Room 13: Brown Boarded-Up Hallway 
Enemies: Big Boss—he won't appear 
until later 

Items: Red Herb (x1), Bow Gun Bolts— 
can’t get until later 


Room 14: Interrogation View Room 
Enemies: Licker (x1) 
Items: Hand Gun Bullets (x1) 


Room 15: Interrogation Room 
¢ Licker (x1) 
tems: First Aid Spray (x1), Eagle Stone 


Room 16: Locker Room 
Enemies: none 
Items: Plastic Bomb, Bow Gun Bolts 


(x1) 
Special: Film B 


Room 17: Circuit Box Hall 2 

Enemies: non 

Items: Green Herb (x1), Acid Rounds 
(x1) 


Special: Staircase to Police Station B1 


Room 18: Quarters 
Enemies: none 
Rounds (x1) 
Special: File: “Watchman’s Diary” 


Room 19: Press Room 
Enemies: Big Boss 
Items: Golden Cogwheel 


Items: Green Herb (x1), Blue Herb 


(x1), Bow Gun Bolts (x1) 


Room 1: Main Tunnel 
Enemies: none 
Items: none 


Room 2: Fewer Room 
Enemi 


Room 7: Autopsy Room 


Lickers (x2) 


Leon B 


Room 1: Pump Room 2 
Enemies: none 

Items: Ink Ribbon (x1), 
Shotgun Shells (x1) 

Special: Typewriter, File: “P- 
epsilon report,” Elevator up 
to Laboratory B1, Room 3, 
Elevator down to 
Laboratory B3, Room 1 


ftemst Ink Ribbon (x1), Shotgun, Precinct 
(Spade) Key 

Spocuall eewrier, Computer, Ladder to 2F, 
Center Statue 


Room 2: Room With Lots of Desks 
Enemies: Zombies (x5) 

Items: Green Herb (x1), Hand Gun Bullets 
(x1), Precinct (Heart) Key, Small Key 
Special: File: “Memo fo Leon” 


Room 3: Reception Area 1 
Enemies: Zombies (x3) 

Items: Shotgun Shells (x1) 
Special: Item Box, File: “Police 
Memorandum” 


Room 4: Circuit Box Hall 1 

Enemies: Zombies (x6)—don’t appear 
until later 

Items: Green Herb (x1) 

Special: Circuit Box 


Room 5: Hallway With Boarded Windows 
Enemies: Zombies (x6)—four of them won't 
appear until later 

Items: none 


items: Hand Gun Bullets (x1), Red Jewel 
File: “Operation Report 1,” 


Room 7: Hall with Staircase 

Enemies: Zombies (x5)—won’t appear 

until later 

Items: Green Herb (x2) 

Special: Staircase to Police Station 2F, Room 
1 


Room 8: Dark Room 


Items: Ink Ribbon (x1) 
ial: Typewriter, Item Box, File: 
“Operation Report 2” 


Room 9: Reception Area 2 
Enemies: Zombies (x6) 
Items: Green Herb (x1) 


Room 10: Fan Room 

Enemies: Zombies (x5) 

Items: Ink Ribbon (x1), Hand Gun Bullets 
(x2), Green Herb (x1), Valve Handle, 
Shotgun Shells (x1) 

Special: Map to the Police Station 


Room 11: East Staircase 1F 
Enemies: none 
Items: Green Herb (x2) 


Room 12: Messy File Room 

Enemies: none 

Items: Ink Ribbon (x1), First-Aid Spray (x1) 
Special: File: “Patrol Report” 


Room 13: Brown Boarded-Up Hallway 
Enemies: Tyrant—he won’‘t appear until later 
Items: ay ‘Herb (x1), Shotgun Shells (x1)— 
you get from Tyrant 


Room 14: Interrogation View Room 
Enemies: none 
Items: Hand Gun Bullets (x1) 


Room 15: Interrogation Room 
icker (x1) 
st Aid Spray (x1), Rook Plug 


Room 16: Locker Room 
Enemie: 

items: Shotgun Shells (x1) 
Special: Film B 


Room 17: Circuit Box Hall 2 

Enemies: Zombies (x5) 

Items: Green Herb (x1), Hand Gun Bullets 
(x1) 


Special: Staircase to Police Station B1 


Room 18: uarters 

Enemies: non 

Items: Magnum Bullets (x1), Shotgun 
Shells a) 

Special: File: “Watchman’s Diary” 

Room 19: Press Room 

Enemies: Tyrant—he won’t appear at first 
Items: Golden Cogwheel, Hand Gun Bullets 
(x1)—you get from Tyrant 


Room 7: Autopsy Room 
Enemies: Lickers (x2) 
Items: Red Card Key 


none 
Items: Flame Rounds (x1), 
Green Herb (x1) 

Special: Map to Police Station 
B1, Reserve Power Control 
Panel 


Room 3: Parking Garage 
Enemies: Dogs (x2) 
Items: Green Herb (x1) 


Room 4: Cell Block Entrance 
Hallway 

Enemies: Dogs (x2) 

Items: none 

Special: Film ¢ 

Room 5: Kennel 

Enemies: Dogs (x2) 

Items: Blue Herb (x2), Crank 


Room 6: Cell Block 
Enemies: none 


APRIL 


cid Rounds (x1), 
Hand Gun Bullets (x2), 
Sub Machine Gun, Side 
Pack 


Room 9: Outer Path 
Dogs (x2) 
ed Herb (x1) 
pecial: Manhole to Sewage 
Disposal, Room 9 


Room 10: Path to Chief Irons’ Secret 


: Main Tunnel 


ombies (x2}—won’t 


appear until later 
Items: none 


Room 2: Power Room 


Enemie: 


none 
Items: Hand Gun Bullets (x1), 
Green Herb (x1) 


Special: Map to Police Station B1, 


Reserve Power Control Panel 


Room 3: Parking Garage 
Enemies: Dogs (x2}—won't 
appear until later 

Items: Green Herb (x1) 


Room 4: Cell Block Entrance 
Hallway 

Enemies: none 

Items: none 

Special: Film C 


(x2) 
Items: Red Herb (x1), Blue Herb 
(x1) 


Room 6: Cell Block 

Enemies: none 

Items: Green Herb (x1), Blue 
Herb (x1), Manhole Opener 
Special: File: Mail to the Chief— 
you won’t get until later 


Room 8: Armory 

Enemies: none 

Items: Magnum Bullets (x1), Hand 
Gun Bullets (x2), Sub Machine 
Gun, Side Pack 


Room 9: Outer Path 
Enemies: Dogs (x2) 

Items: Red Herb (x1) 
Special: Manhole to Sewage 
Disposal, Room 9 


Room 10: Path to Chief Irons’ 
Secret Room 

Enemies: none 

Items: none 


Room 11: Chief Irons’ Secret Room 
Enemies: none 

Items: none 

Special: Ladder down to Sewage 
Disposal, Room 12 


Claire B 


Room 1: Secret Warehouse 
Enemies: none 

Items: Grenade Rounds (x1), Flame 
Rounds (x1) 


Room 2: Elevator Hallway 

Enemies: none 

Items: none 

Special: Map for Sewer, Elevator to 
Sewer B1, Room 2, Elevator to 
Sewer B1, Room 6 


Room 3: Passage te Giant Fan 
Enemies: Giant Spiders (x2), 
Zombies (x3)—won't appear 
until later 

Items: Wolf Medal, Flame 
Rounds (x1) 


Room 4: Waterfall Room 
Giant Spiders (x2) 

Items: none 

Room 5: Bridge Room 1F 

none 

Items: Blue Herbs (can’t pick up), 

Green Herb (x2), Flame Rounds 

(x1), Ink Ribbon (x1) 

Special: Typewriter, you meet 

Annette Birkin 


Room 1: Secret Warehouse 

Enemies: none 

Items: Magnum Bullets (x1), Shotgun 
Shells (x1) 


Room 2: Elevator Hallway 

Enemies: none 

Items: none 

Special: Map for Sewer, Elevator to 
Sewer B1, Room 2, Elevator to Sewer 
B1, Room 6 


Room 3: Passage to Giant Fan 
Enemies: Giant Spiders (x2), Zombies 
(x3)—won’t appear until later 
Items: Wolf Medal, Small Key 


Room 4: Waterfall Room 
Enemies: Giant Spiders (x2) 
Items: none 


Room 5: Bridge Room 1F 

Enemies: none 

Items: Blue Herbs (can’t pick up), 2 
Green Herb (x2), Shotgun Shells (x1), 
Ink Ribbon (x1) 

Special: Typewriter 


Alligator Tunnel 
Enemies: Giant-Ass Alligator 
Items: none 


Claire B 


Room 1: 605 Power 
Room 3 

Enemies: Lickers (x2) 
Items: none 

Special: Elevator up to 
Laboratory B1, Room 
3, Elevator Switch 
(turns on main 
elevator) 


Room 6: Alligator Tunnel 
Enemies: none 
Items: none 


Room 7: Garbage Room 
Enemies: none 
Items: Ink Ribbon (x1) 


Room 8: Wooden Catwalk 
Enemies: none 
Items: none 


Room 9: Sky Tram Room 1 
Enemies: none 

Items: none 

Special: Sky Tram, Sky Tram Power 
Console 


Room 10: Warehouse Room 
Enemies: Zombies (x1 

Items: Grenade Rounds (x1), Bow 
Gun Bolts (x1) 

Special: Ladder up to Sewer B1, 
Room 6 


Room 11: Small Waterfall Room 
Enemies: none 
Items: none 


Claire B 
Room 


appear later on 
Items: none 
Special: Gate Terminal 


Room 2: Train (Car 1) 
Enemies: none 
Items: none 


rain (Car 2) 
Enemies: William Birkin 


(won't appear until the end 


of the game) 

Items: Platform Key, Ink 

Ribbon (x1) 

Special: Typewriter, 
Box 


Room 7: Garbage Room 
Enemies: none 
items: Ink Ribbon (x1) 


Room 8: Wooden Catwalk 
Items: none 


Room 9: Sky Tram Room 1 

Enemies: none 

Items: none 

Special: Sky Tram, Sky Tram Power 
Console 


Room 10: Warehouse Room 
Enemies: none 

Items: Magnum Bullets (x1), Shotgun. 
Shells (x1) 

Special: Ladder up to Sewer B1, 
Room 6 


Room 11: Small Waterfall Room 
Enemies: none 
Items: none 


Leon B 


Room 1: Elevator Switch 
Room 

Enemies: Lickers (x2) 
Items: none 

Special: Elevator up to 
Laboratory B1, Room 3; 
Elevator Switch (turns on 
main elevator) 


: Escape Train Room 
Enemies: Zombies (x5)—they 


Claire B 
Room 1: Factory Save Room 


Items: First Aid Spray (x1), Acid 
Rounds (x1), Flame Rounds (x1), 
Ink Ribbon (x1) 

Special: Typewriter, Item Box, 
Ladder down to Vacant Factory 
B1, Room 4, Machine Control 
Panel 


Room 2: Transport Room 1 
Enemies: William Birkin 
Items: Hand Gun Bullets (x1) 
Special: Map to Factory area, 
Transport, Elevator to Vacant 
Factory 1F, Room 4 


Room 3: Inside the Transport 
Enemies: none 
Items: none 


Room 4: Engine Room 
Enemies: Tyrant 
Items: Control Panel Key 


Plug Room 
Enemies: none 
Items: Joint S$ Plug, Joint N 


Plug 
Special: Item Box 


Room 5: Tyrant Room 
Enemies: Tyrant 

Items: Rocket Launcher (you 
will get this if you can sur- 
vive long enough) 


Room 6: Engine Car Control 
Re 


Claire B 


Room 1: Room with 
ladder to B4 

Enemies: Tentacles (x6) 
Items: none 

Special: Ladder up to 
Laboratory B4, Room 9 


Room 2: Evacuation 
Gate Room 

Enemies: Licker (x4)— 
the fourth one won’t 
appear until later, 
Zombies (x5)—these 
won't appear until 
you're escaping the lab 
items: Green Herb (x3) 
Special: Gate Security 
Panel 


Room 3: Control Center 
Enemies: none 


STRATEGY” 


later, Zombies (x5)—these 
won't appear until you're 
escaping the lab 

Items: Green Herb (x3) 
Special: Gate Security Panel 


Room 3: Control Center 
Enemi 

Items: none 

Special: Map to the Lab area, 
Typewriter, Item Box 


Room 4: Area Outside Giant 
Moth Room 

Enemies: none 

Items: Red Herb (x1) 


Leon B 


Room 1: Room with ladder to 
B4 Room 5: P-4 Laboratory 
Enemies: Zombies (x5) 
Items: Magnum Parts, Power 
Room Key 


Enemies: Tentacles (x6) 
Items: none 

Special: Ladder up to 
Laboratory B4, Room 9 
Room 6: Giant Moth Room 
Enemies: Giant Moth 

Items: none 

Special: Security Registration 
Computer 


Room 2; Evacuation Gate 


icker (x4)—the 
fourth one won't appear until 


Room 1: Escape Train Room 
Enemies: Zombies (x5)—they 
appear later on 

Items: none 

Special: Gate Terminal 


Plug Room 
Enemies: none 

Items: Joint S Plug, Joint N 
Plug 

Special: Item Box 


Room 5: Tyrant Room 
Enemies: Tyrant 

Items: Rocket Launcher (you 
will get this if you can sur- 
vive long enough) 


Room 2: Train (Car 1) 


Room 3: Train (Car 2) 
Enemies: William Birkin 
(won't appear until the end 
of the game) 

Items: Platform Key, Ink 
Ribbon (x1) 

Special: Typewriter, Item Box 


Room 6: Engine Car 
Enemies: none 
Items: none 


Claire B 


Room 1: Main 
Hallway Ledge 3F 
Enemies: Big Boss— 

he won‘t appear 

until later 

Items: Grenade Rounds— 
can’t get until later 


Leon B 


Room 1: Main Hallway 
Ledge 3F 

Enemies: none 

Room 2: Gear Room Items: none 
Enemies: none 

Items: Blue Stone (second 
half) 


Room 2; Gear Room 


Factory Save Room 
jone 

: First Aid Spray (x1), Magnum 
Bullets (x1), Shotgun Shells (x1), Ink 
Ribbon (x1) 
Special: Typewriter, Item Box, Ladder 
down to Vacant Factory B1, Room 4, 
Machine Control Panel 


Items: none 

Special: Map to the Lab 
area, Typewriter, Item 
Box 

Room 2: Transport Room 1 

Enemies: none 

Items: Hand Gun Bullets (x1) 
Special: Map to Factory area, 
Transport, Elevator to Vacant Factory 
TF, Room 4 


Room 4: Area Outside 
Giant Moth Room 
Enemies: none 

Items: Red Herb (x1) 


: P-4 Laboratory 
Zombies (x5) 

Items: Grenade Rounds 
(x2), Power Room Key 


Room 3: Inside the Transport 
Enemies: William Birkin (appears after 
the Transport is in motion) 

Items: none 

Room 6: Giant Moth 
Room 

Enemies: Giant Moth 


Room 4: Engine Room 

Enemies: Tyrant 

Items: Control Panel Key, Shotgun 
Shells (x1)—you get from Tyrant 
Registration Computer 


STRATEGY 


Claire B 


Room 1: Sliding Statue Room 
Enemies: none 
Items: Red Jewel 


Room 2: Hallway to S.T.A.R.S. Office 
Enemies: Zombie (x1)—won’t appear 
until later 

Items: none 


Room 3: S.T.A.R.S. Office 
Enemies: none 
ite : Bow Gun, Precinct (Diamond) Ké 
ial: File: “Chris’s Diary,” File: “Malt to 
chee “you meet up with Leon 


Room 4: Reception Area 3 
Enemies: Zombies (x5) 
Items: Hand Gun Bullets (x1) 


Room 5: Library 
Enemies: none 
Items: Serpent Stone, Red Herb (x1) 


Room 6: Main Hallway Ledge 2F 

Enemies: Zombies (x5), Licker (x1)—the 
licker doesn’t appear until later 

Items: Unicorn Medal 

Special: Ladder to Police Station 1F, Room 1 


Waiting Room 
Enemies: none 

Items: Ink Ribbon (x1), Hand Gun 
Bullets (x1) 

Special: Typswniter | Item Box, File: 
“Secretary's Diary A’ 


Room 8: Helicopter Hallway 
Enemies: Lickers (x2) 
Items: none 


Room 9: Bird Hallway 


Enemies: Birds (x8), Giant Boss—won’t 
appear until later 


Claire B 


lems: Hand Gun Bullets (x2)—you won't 
get the second box until later, Green 
Herb (x1) 


Room 10: East Staircase 2F 
Enemies: none 
Items: Green Herb (x1) 


Room 11: Helicopter Rooftop 
Enemies: none 
Items: Acid Rounds (x1) 


Room 12: Red Jewel Statues Room 
Enemies: Licker (x1)—doesn’t appear until 
later 

Items: Blue Card Key, Blue Stone (first half) 
Special: Three “Red Jewel” Statues 


Room 13: Chief Irons’ Office 

Enemies: none 

Items: Precinct (Heart) K 

Special: File: “Chief's fs Diary, File: “Mail to 
the chief’”—you get this later on, you even- 
tually meet up with Sherry. again here, 
Bevator down to Police Station B1, Room 

1 


Room 14: Hallway From Irons’ Office 
Enemies: none 
Items: none 


Room 15: Art Display Room 

Enemies: none 

items: Hand Gun Bullets (x1) 

Special: File: “Secretary's Diary B,” you 
catch up with Sherry 


: You meet up with 


Sherry here later on 


Room 1: Giant Spider Tunnel 
Enemies: Giant Spiders (x2) 
Items: none 
Special: Ladder to Police 
Station B1, Room 5 

Item Box 
Room 2: Hallway 


Room 10: Storeroom R 
Enemies: none 

Items: Ink Ribbon (x1) 
Special: Typewriter, 


Room 11: Stairs to 


Sewer B1 


Enemies: none 


items: none 


Leon B 


Room 1: Sliding Statue Room 
Enemies: none 
Items: Red Jewel 


Room 2: Hallway to S.T.A.R.S. Office 
Enemies: Zombie (x1)—won’t appear 
until later 

Items: none 


Room 3: S.T.A.R.S. Office 
Enemies: none 
Items: Magnum 

jet “Chris's Diary” 


; Reception Area 3 
Enemies: Zombies (x5) 
Items: Precinct (Diamond) Key, Shotgun 
Shells (x1), Hand Gun Parts 


library 
none 
ishop Plug, Red Herb (x1) 


Room 6: Main Hallway Ledge 2F 
Enemies: Zombies (x5), Licker (x1)—the 
Licker doesn’t appear until later 

items: Unicorn Medal 

Special: Ladder to Police Station 1F, 
Room 1 


Room 7: Waiting Room 

Enemies: none 

Items: Ink Ribbon (x1), Hand Gun 
Bullets (x1), Small Key 

Special: Typewriter, Item Box, File: 
“Secretary's Diary A’ 


Room 8: Helicopter Hallway 


Room 1; Drainage Room 
Enemies: Zombies (x3) 
Items: none 


Room 2: Control Room 2 
Enemies: none 

Items: Hand Gun Bullets 
(x1), Green Herbs (x3) 
Special: Typewriter, Item 
Box, Elevator to Sewer B2, 


} Room 2 


Room 3: Bug-Infested Fan 
Tunnel 
Enemies: Bugs 


Enemi 
Items: Eagle } Medal 
Special: File: “Sewer 
Manager Diary” 


Room 5: Sewage Tunnel 
Enemies: none 
items: Blue Herbs (x2) 


Bridge Room 2F 


Enemies: none 
Items: Blue Herb (x1) 
Special: Typewriter, Item Box. 


Room 4: “H”-Shaped Room 


Room 5: Cesspool 
Enemies: none 
Items: Grenade Rounds (x1) 


Room 6: Catwalk 

Enemies: Zombies (x3) 
Items: none 

Special: Elevator to Sewage 
Disposal, Room 8 


Room 7: Crate Puzzle 
Enemies: none 

Items: Precinct (Club) Key 
Special: Map to Sewage 
Disposal 


Room 8: Dead-End 
Enemies: none 

Items: none 

Special: Elevator to Sewage 
Disposal, Room 6 


Room 9: Under Construction 
Passageway 

Enemies: none 

Items: none 


Items: none 
Special: Stairs to Sewer B1 


Room 12: Small Catwalk 

Enemies: William Birkin 

Items: none 

Special: Ladder up to Police 
Station B1, Room 10 


Room 13: Sewage Tunnel 1 
Enemies: none 
Items: none 


Special: Ladder to Police 
Station B1, Room 5 


Items: none 


Room Storeronmn L 
Enemies: non 

tems: Blue Herb (x1), Ink 
Ribbon (x1) 

Special: Typewriter, Item Box 


won't appear until later 
Items: none 


Room 5: Cesspool 
Enemies: none 
Items: none 


Room 6: Catwalk 

Enemies: Zombies (x3) 
Items: none 

Special: Elevator to Sewage 
Disposal, Room 8 

oon? ’: Crate Puzzle 

Homan Protact (Club) Key 
Special: Map to Sewage Disposal 


Room 8: Dead-End 
Enemies: none 
Items: Shotgun Shells (x1) 


Room 6: Control Room 1 


Special: Elevator to Sewage 
Disposal, Room 6 


Room 9: Under Construction 
Passageway 

Enemies: none 

Items: none 


Room 10: Storeroom R 
Enemies: none 

Items: Ink Ribbon (x1) 
Special: Typewriter, Item Box 


Room 11: Stairs to Sewer B1 
Enemies: none 

Items: none 

Special: Stairs to Sewer B1 


Room 13: Sewage Tunnel 1 
Enemies: none 
Items: none 


Enemies: Lickers (x2) 
Items: none 


Room 9: Bird Hallway 
Enemies: Birds (x8), Tyrant (won't 
appear until later) 

Items: Hand Gun Bullets (x2)—(you get 
the second box from the Tyrant later 
on), Green Herb (x1) 


Room 10: East Staircase 2F 
Enemies: none 
Items: Green Herb (x1) 


Room 
Enemies: nor 
Items: Shotgun Shells (x1) 


Belicopier Rooftop 


Room 12: Red Jewel Statues Room 
Enemies: Licker (x1)—doesn’t appear 
until later 

Items: Blue Card Key, Shotgun Shells 
(x1), King Plug 

Special: Three “Red Jewel” Statues 


Room 13: Chief Irons’ Office 


ne 
File: “Chief's Diary” 


Room 14: Hallway From Irons’ Office 
Enemies: Tyrant (won‘t appear until 
later) 

Items: Magnum Bullets (x1)—you get 
from Tyrant 


Room 15: Art Display Room 
Enemies: none 

Items: Cran 

pescal fe Easccday® Diary B” 


Enemies: nor 
Items: Hand ¢ Gun Bullets (x1), 
Ink Ribbon (x1), First Aid 
Spray (x1 
Special: File: “Sewer 
Manager Fax,” Item Box, 

2 Typewriter, Ladder down to 
Sewer B2, Room 10, Elevator 
to Sewer B2, Room 2 


Leon B 


Room 1: Drainage Room 
Enemies: none 
Items: Blue Herb (x2) 


Room 2: Control Room 2 


Items: Hand Gun Bullets (x1), First 
Aid Spray (x1), Ink Ribbon (x1) 
Special: File: “Sewer Manager 
Fax,” Item Box, Typewriter, Hidden 
Ladder down to Sewer B2, Room 
10, Elevator to Sewer B2, Room 2 


Room 3: Bug-Infested Fan Tunnel 


Special: File: “Sewer Manager 
Diary” 


Room 6: Control Room 1 

Enemies: 

Items: Hand Gun Bullets (x1), Ink 
Ribbon (x1) 

Special: Item Box, Typewriter, 
Hidden Ladder down to Sewer B2, 
Room 10, Elevator to Sewer B2, 
Room 2 


Kist* 
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Walkthrough: claire b 


ou start Claire's “B” game on the right side of 

the wrecked police car. Head to your right, 
pass the seven zombies, and go through the metal 
gate. You will find yourself at the back portion of the 
police station, where three zombies are waiting. 
Dodge them and get the Cabin Key located in the 
‘small office to the right. Exit the office, run past the 
Zombies again, and use the Cabin Key on the left 

" door to gain access to the Small Work Area. 


Small Work Area 

‘On the Jeft table you will find a box of Hand Gun 
Bullets, an Ink Ribbon, and a Typewriter. As you explore 
this area, you will hear some Zombies crashing through 
‘something. If you try to exit through the door you just 
came through, two Zombies will attack you during the 
“loading” screen. Even if you do kill the Zombies you 
will not be able to exit through that door, so don't even 
bother opening it. Just go through the opposite door, 
tun past the six Zombies, and climb up the nearby stair- 
well. You will wind up at the Helicopter Rooftop. Relax 
and enjoy the movie segment. 


Helicopter Rooftop 
You will need to extinguish the burning helicopter just 
“like you did in the first game, so your first task is to find 
the Valve Handle. Enter the metal doorway to the left 
of the helicopter and make your way through the Bird 
Hallway. Just don't forget to pick up the Green Herb 
near the door. 
Eight birds will be waiting for you near the end of 
the hallway, so be prepared. After killing the birds, 
"search the dead body to find a box of Hand Gun 
Bullets. Go through the next door you see, which leads 
to the East Stairbox 2F. Notice the Green Herb. Now 
head downstairs and enter the Fan Room. Two more 
Green Herbs are in here if you want to pick them up. 


Fan Room 
Search the body on the ground for a box of Hand Gun 
Bullets, and get ready to kill the five Zombies. You'll 
find the Valve Handle on the left side of the room. 
Another box of Hand Gun Bullets can be found in the 
left office, as well as another Green Herb (located 
behind the desk). The safe uses the same combination 
from game A: 2236. It contains a case of Acid Rounds 

and the map to the Police Station. Back out in the main 
part of the room, you'll find an Ink Ribbon on the desk 
underneath the first fan. 

That's it for this room right now, so go back to the 
Staircase and make your way to the Bird Hallway. Don’t 
go to the Helicopter Rooftop, though—you need to find 
@ better weapon first. Follow the Bird Hallway to its 
end and enter the Helicopter Hallway. You'll encounter 
two Lickers here, so be prepared. If you're fast enough 
you can simply run to the first door you see without 
getting hurt. This door leads to the Waiting Room. 


Waiting Room 


Here you will find a Typewriter, an Ink Ribbon, a box of 


Hand Gun Bullets, the Secretary's diary A, and an Item 
Box. Make sure you don't miss any of the items, then 
go through the other door in this room. 


Hallway 2F 

This is the second-floor hallway, which is home to five 
Zombies. Run to the emergency ladder and lower it, 
then take on the Zombies. As soon as they are dead, 
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run to the far end of the 
hallway and grab the 
Unicorn Medal off the 
wall. Now climb down the 
ladder into the main hall of the 
Police Station. 


Main Hall 

Use the Unicorn Medal on the big 
statue to receive the Precinct 
(Spade) Key. Then grab the Grenade 
Launcher and Ink Ribbon from near 
the computer. Now it's time to extin- 
guish the flaming helicopter on the 
roof, so rnake your way back there. 


Helicopter Rooftop 
Use the Valve Handle on the water 
pressure valve (located to the left of 
the door) to extinguish the fire. If you 
search the area of the helicopter near 
the steam, you'll find a case of Acid 
Rounds. As soon as you try to reenter 
the Bird Hallway, a cinema will take place showing the 
Tyrant. He will drop down into the Bird Hallway, so you 
will need to try to run past him or try your best to kill 
him. The easiest way to kill him is by using four Acid 
Rounds. If you do manage to put him down, search the 
body for a box of Hand Gun Bullets. Of course, like in 
any horror film, he is not actually dead and will show up 
later on in the game. 

Follow the Bird Hallway to its end and enter the 
Helicopter Hallway. Even if you did not kill the two 
Lickers here earlier, they will be gone. Continue for- 
ward and walk past the helicopter cockpit. Enter the 
tight door. (As you do this, a brief cinema will occur and 
you will hear screaming from behind the blocked door). 
This is the Red Jewels Statue Room. 


Red Jewels Statue Room 

You can’t solve this puzzle right now (because you 
don't have the two Red Jewels), so just grab the Blue 
Card Key laying near the left statue. As you attempt to 
leave the room, a Licker will drop down through the 
skylight. You can easily kill him with one Acid Round. 
Now go all the way back to the Main Hall and use the 
Blue Card Key on the computer. This opens the two 
locked side doors on that floor and the double doors on 
the second floor. Go through the first door located to 
the left of the main entrance, to Reception Area 1. 


Reception Area 1 

You will find three Zombies here. The Police Memor- 
andum (which shows the safe combination) is on the 
sofa. Use the Lockpick on the locked drawer at the 
back corner of the room and you will find a First Aid 
Spray. That's all for this room, so exit through the back 
door and make your way through Circuit Box Hall 1. 
Enter the first door using the Precinct (Spade) Key. 


Messy File Room 

You can find the Patrol Report to the left of the copy 
machine. In the cabinet to the right of the door lies an 
Ink Ribbon. Just like in game A, push the stepladder up 
against the back cabinet. This time a Lighter will be on 
top instead of the Crank. Exit this room and follow the 
hallway to the next door. Don’t miss the Green Herb at 
the end of the hallway. 


Hallway with Boarded Windows 

As you travel through this hallway, two Zombies will 
bust through two of the windows. Take care of them 
and then enter the double doors. You are now in the 
Briefing Room. On the table to the right of the podium 
you can find the Operation Report 1. Go to the back 
area of the room and use the Lighter on the fireplace 
to get the first of the two Red Jewels. There is also a 
box of Hand Gun Bullets at the back right corner of this 
room. Now go back out to the boarded-up hallway and 
follow it into the next area, which contains a staircase. 
Grab the two Green Herbs sitting in front of the door to 
the Dark Room, then go on into that room (parallel to 
the stairway). 


Dark Room 

An Ink Ribbon is sitting to the left of the Typewriter on 
the file cabinet. The Operation Report 2 can be found 
right behind the Typewriter. You can use the back sec- 
tion of this room to develop any rolls of film you find. 
The metal locker to the left of the door contains a cos- 
tume change and another secret weapon. In order to 
get the key to the locker, you have to get a high grade 
when playing though either Claire's or Leon’s B game. 
Check out last issue's RE2 strategy guide (March, 
1998) to get the full explanation. 

After you are done here, exit and go up the nearby 
staircase. Follow the hallway until you see a room with 
three statues in it. To solve this simple puzzle, just push 
the right gray statue on top of the left pressure plate 
and the left brown statue on top of the right pressure 
plate. You'll know they are in position when you hear a 
distinct “clicking” sound. When both of the little stat- 
ues are positioned correctly, the center statue will drop 
a fist-sized Red Jewel. Grab it and exit through the 
nearby door. 


Hallway to the S.T.A.R.S. Office 

This is the Hallway to the S.T.A.R.S. Office. Enter the 
office, which is the first door you will see. Leon will be 
waiting for you. After talking with you, he will hand you 
Chris's Diary and a Walkie-Talkie. Walk over to Chris's 
desk and get the Precinct (Diamond) Key. You can find 
a Bow Gun in the metal locker located to the left of the 
door As you attempt to leave the room, the fax 
machine will start up and print out a file called “Mail to 
Chris." Take a moment to read it over. After exiting the 
S.TA.R.S. Office, you will see Sherry being attacked by 
a Zombie. After she manages to escape, go ahead and 
put the Zombie out of his misery. 


Reception Area 3 

Continue forward and go through the next door. You're 
now in Reception Area 3, where four Zombies are 
munching on a tasty corpse. The easiest way to take 
them all out is to use a Grenade Round when they are 
close together. If you're lucky you can finish them all 
with just one shot. Now use your Lockpick on the small 
desk drawer at the end of passageway to the right. 
Inside you'll find a box of Hand Gun Bullets. 


Library 

Go through the nearby door and walk up the staircase, 
following the balcony around to the left. You will even- 
tually fall through the balcony to the floor below. Here 
you will find two things: a box on the wall, and a Power 
Switch that will open a secret pathway back to the 
main area of the Library. Walk through the pathway and 
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activate the panel on the left-most bookcase. This 
allows you to move the bookcase to the left or to the 
right. Move it and the next bookcase over to the right. 
This will cause the box on the wall in the secret area to 
open and reveal the Serpent Stone. Go grab the stone 
and then exit through the big main doors on the other 
side of the room. 

Run all the way across the Main Hallway Ledge 2F 
and go back to the Red Jewel Statues Room. Make 
sure you have both Red Jewels! Use the jewels on the 
two side statues to get the first half of the Blue Stone. 

After making sure you have the Precinct (Diamond) 
Key with you, travel back to the West (left) side of the 
building and go down the staircase to the first floor. 
Walk to the back of the right hallway (not the one with 
the Dark Room in it) and enter the Locker Room. Note: 
When you arrive at the bottom of the stairs, five 
Zombies will be waiting for you. A good single shot 
with your Grenade Rounds will kill them all. 


Locker Room 

You can find a quiver of Bow Gun Bolts in the lockers 
on the side of the wall facing the door you came 
through. The Plastic Bomb is in the locker directly to 
the right side of the other door. You will have to use 
your Lockpick to get it. On the other side of the wall of 
lockers is a drawer with Film A inside. 

Exit through the other door to the Room With Lots 
of Desks. Four Zombies are in here, so be ready with 
your gun. Pick up the nearby Green Herb, then get the 
Detonator off the desk in the office area. If you have 
the Plastic Bomb with you, go ahead and combine it 
with the Detonator to create the Bomb & Detonator. 
You can find the “Memo to Leon” File on the other 
side of the room, on the desk in front of the two big 
lockers. There is also a box of Hand Gun Bullets in one 
of those two lockers. That's it for this room, so exit to 
the Main Hall from the front door. Note: Once you exit 
to the Main Hall, the front door will remain unlocked so 
you can come and go freely. 


Brown Boarded-Up Hallway 
Now go through the front right door, which leads to 
Reception Area 2. Six Zombies are in 
here, so be prepared. Pick up the 
Green Herb at the left of the 

vending machines and go 
through the door at the far 

back of the room. This takes 
you to the Brown Boarded- 

Up Hallway, where you'll 

see a Red Herb. Follow the 
hallway to the very end and 
enter the back door on the 
right side. This is the Inter- 
rogation View Room. As you 

walk forward from the door, 

a Licker will drop down from 
the ceiling. As usual, one Acid "ff 
Round will end its life. 
Unfortunately, the only item in — 
this room is a box of Hand Gun A 
Bullets on the wooden shelves. 


Interrogation Room 

Go back out to the hallway and enter 
the gray door located to your right. The 
Precinct (Diamond) Key will unlock this 
door. Inside is a First Aid Spray and the 
Eagle Stone. Be careful! As soon as you 
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pick up the First Aid Spray, a Licker will burst through 
the two-way mirror and land in front of you. Try to run 
past him, if you can. 


Blowing up the Helicopter 

Remember the Helicopter Hallway? Go there now, 
but be sure you have the Bomb & Detonator. Use 
them on the blocked doorway to gain access to Chief 
Irons’ Office. After you clear your path, make your 
way into the office. 


Chief Irons’ Office 

Walk up to the Chief's desk and attempt to search it. 
The chair will turn around, and you will come face-to- 
face with Chief Brian Irons. You will see from the movie 
segment that he is losing his mind. There is nothing 
more to do in this room right now, so exit through the 
other door. Walk through the hallway until you reach 
the Art Display Room. Sherry is in the back area, but 
you will have to turn on the light switch to see her. The 
Secretary's Diary B is also in this room, as well as a box 
of Hand Gun Bullets. Now head back to Chief Irons’ 
office and get the Precinct (Heart) Key from his desk. 
He is no longer here, but the Chief's Diary can be found 
sitting on his chair. If you examine the picture behind 
the desk it will open to reveal a puzzle. What you need 
to do is gather all the different square stones and put 
them in the openings. 

That's it for the main floors right now, so it's time 
to head for the first section of the basement level. 
Leave this area and go down the outside East 
Staircase. Enter the Fan Room again, but this time exit 
through the locked back door. You need the Precinct 
(Heart) Key to unlock it. You are now in the Circuit Box 
Hall 2. There are five Zombies here just aching for a 
Grenade sandwich. Let them have it, pick up the 
Green Herb and Acid rounds, then head downstairs to 
Police Station B1. 


Police Station B1 


Go through the Main Tunnel to the “T” intersection and 
kill the five Zombies. The best strategy is to keep all the 
Zombies in front of you at all times. Now head right and 
go through the big doors into the Power Room. 


Power Room 
A Green Herb is on your immediate left, and a case of 
Flame Rounds is to your right. Run around the cen- 


\ ter machinery and pick up the Map to Police Station 


B1. Then walk over to the Reserve Power Control 
Panel and set the switches to the following posi- 
tions: Up, Down, Up, Down, Up. The panel will 
power up the card reader outside of the Armory. 
Leave and go through the dirty-looking metal 
door to the Outer Path. You'll find a Red Herb sit- 
ting on the ground a few steps from the door. 
_ \ When you walk forward along the path, you'll be 
, jumped by two dogs—one from behind you and 
* one from the front. The best thing to do is to run 
to the end of the path and climb down the man- 


toom, both of the dogs will be in front of you so 
you can shoot them more easily. 


Under Construction Passageway 

At the bottom of the manhole lies the Under 
Construction Passageway. Enter the door to 

the left and save your game. Don't forget to 
pick up the Ink Ribbon near the Typewriter 

before you leave. Once you exit this room 


(Storeroom R), you will meet up with Sherry. 
ing with you, she will climb through an oper 
passageway and land in the Dead-End. You 
assume control of Sherry. 


Sewage Disposal 

Take the elevator up to the Catwalk are: 
three vomiting Zombies here, so you \ 
dodge them as best you can. Sherry do 
gun, so she is defenseless. Be careful! Runt 
to the left of the Catwalk and enter it. This tal 
the Crate Puzzle room. 


Crate Puzzle Room 
Walk down the stairs to the empty pool ai 
you will find three wooden crates. Push 
crate against the back wall. Next, climb over 
crates to the right and push the center 
against the side of the left one. Now cl 
the crates and push the last crate on the 
the wall. All three crates should be in a 
Finally, climb back up to the stairs and 
sewage control panel, which will flood the 
The crates will then rise, creating a bridge to 
section of the room. Find the Precinct (Club) 
exit the room. Don’t forget to pick up the 
way out—it’s hanging on the wall near th 


Cesspool 
Now run carefully past the Zombies again t 
door. This leads to the Cesspool, where yo! 
case of Grenade Rounds. After you pick 
the Zombies one more time and go bat 
elevator to the Dead-End area. After the 
ment concludes, you will be in control of 
again. You will also be in possession of the 
Rounds and the Precinct (Club) Key. Tha 
section, so go ahead and return to the Main 
Police Station B1. 


Return to Police Station 


Two more Zombies are here now, so be 
After you have disposed of them, use thi 
(Club) Key to enter the Autopsy Room. Yot 
the Red Card Key from a locker in thi 
room. Watch out, though—as soon as you 
room, two Lickers will drop down and: 
You'd better have some spare Acid Rout 
there is no easy way to escape them. 
Now that you have the Red Card Key (and 
ly survived), head for the Armory, It's throug! 
with the Card Reader to the side of it. 
enter the room, you will see a case of Acid Roun¢ 
a box of Hand Gun Bullets on the left. On 
another box of Hand Gun Bullets. A Sub | 
and a Side Pack, two of the better item: 
the Police Station, are in the left locker a 
room. Make sure to pick up everything al 
to the Parking Garage. ; 


. 5 
Parking Garage : 
There are two dogs here, but they are pi 
run past. Thanks to Leon, you now have 
the Cell Block area. Just pick up the 
located at the far back corner of the 
going there. Now go through the door 
Block Entrance Hallway. You will have 
more dogs here—just make sure they. 
front of you and you shouldn't have a pro 
in front of the metal gate at the end of 


| C sitting on it. Grab the film, then 


as well as a quiver of Bow Gun Bolts. 
id go through the other door located in 
trance Hallway. This one leads to the 
wo dogs are waiting to jump at you. 
a couple of Blue Herbs and the crucial 
€ sure to pick up everything, then 
basement stairs to the Circuit Box 
hungry Zombies are at the top of the 
- have to wonder where all these 


Police Station 

to use the Precinct (Club) Key to enter 
| the stairs. Inside are some living quar- 
t a case of Acid Rounds and the 
ary from the back sleeping area. 

-and exit the room, then make your way 
Boarded-Up Hallway again, where the 
gms are. Enter the green door at the 
allway with the Precinct (Club) Key. You 
If in the Press Room. 


furnace in the back area of the room. Ignite 
with the Lighter, then turn on the three wall 
order: 12, 13, 11. A Golden Cogwheel 
‘the wall painting once all three statues 
e proper order. Be prepared—once 
get the Cogwheel, the Tyrant will bust 
wall and attack you. Have your Acid 
and hit him with four of them. If you try 
him and exit the room, he will bust 
o' ler wall to get you. In fact, even if you do 
1 this room, he will still bust through the 
id attack you in the Brown Boarded-Up 
| should try to take him out both times if 
ent supply of Acid Rounds. Search his 
jill get a of Hand Gun Bullets. If you put 
, you'll get a quiver of Bow Gun Bolts 


re off to the Gear Room, which is located 
loor. On the way there, be sure to have the 


nd floor library, which you can reach 
ig the ladder from the Main Hall. There 
0 don't be surprised. Climb up the 
and enter the room at the top. This 
he Main Hallway Ledge 3F, where the 
Gear Room is located. Go ahead into 
mM and use the Crank on the square open- 

This will lower a wooden staircase that 
to the attic area. Use the Golden 
e machinery there and a door will open 
of you. Inside you will find the Blue 
bine it with the Blue Stone 1 to form the 


leave the Gear Room and try to enter the 
Tyrant will make another appearance. 
four Acid Rounds against him. If you 
this time, you will get a case of 
s. 


lron’s Office 
painting in Chief Irons’ office? Well, that 
ed to use the three stones you have 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAARAAAA 


found. Head there now. Once you enter the office, 
you will run into Sherry again. She will accompany 
you throughout a majority of the rest of the game. 
Walk up to the painting and use each of the three 
stones on it. Once they are in place, the side wall 
will open up to reveal a secret entrance. Walk 
through it and pick up the “Mail to the Chief” File 
laying on the ground. Now take the elevator down 
to Chief Irons’ Secret Room. 


Chief Irons’ Secret Room 
When you enter the room you will see Chief 
Irons again. A movie sequence will take place, 
which helps explain a bit about Umbrella Inc. 
and the G-Virus. Sad to say, Chief Irons meets. 
his demise before he can finish his speech. 

You should be able to find a case of Acid 
Rounds in the room. These are probably the 
best thing to use when you go against the 
upcoming boss. If you haven't saved your 
game already, now is definitely a good 
time. When you are ready, head 
down the trapdoor ladder and 
get ready to battle the monster 
that killed Chief Irons. After about six Acid 0 or Grenade 
Rounds, the monster will simply topple over the side of 
the metal walkway. 

Head back to get Sherry, then return here. Lower 
the ladder at the end of the metal walkway and climb it 
to enter the second basement of the sewer area. 


Going To Sewer B2 

As you enter this first room, you will see the Tyrant 
above you. He is looking for you, so you will have to run 
from him. As you escape to the next room, Sherry will 
be sucked down through the flood gate and fall into 
another area of the sewers. You can't save her right 
now, so just keep going along the Sewage Tunnel 2. 


Control Room 1 

Pick up the two Blue Herbs and then enter the room. 
You will find a box of Hand Gun Bullets and the Sewer 
Manager Fax on the large table. A First Aid Spray is in 
the lockers to the right of the Typewriter. You'll also find 
an Ink Ribbon next to the Typewriter. Once you've 
picked up everything the room has to offer, use the 
Lockpick to gain entrance to the lower Warehouse 
Room. This is another area that Claire has access to 
and Leon does not. 


Warehouse Room 

You can get a case of Grenade Rounds and a quiver of 
Bow Gun Bolts down here. You should probably put the 
Zombie out of its misery at some point. You'll notice 
that there is another door in this room, but it doesn’t 
lead anywhere useful. Climb back up the ladder and 
ride the elevator down to the Elevator Hallway. A cine- 
ma will then take place concerning Leon. As you walk 
down the hall towards the next room, be sure to pick 
up the Map to the Sewer Area that is hanging on the 
wall. Then exit to the Passage to Giant Fan. 


Passage to Giant Fan 

Two giant spiders are waiting here, so be extremely 
careful. They are quite fast and can spit venom at you. 
Go to the left, past the ladder, to the other ledge. Pick 
up the case of Flame Rounds and the Wolf Metal. Then 
do your best to kill those spiders or simply run past 
them. Take the other path that leads to the left and exit 
through the metal sewer door. 
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Waterfall Room 
You will now be in the Waterfall Room, 
which contains two more giant spiders. 
Run past them and quickly climb up the 
ledge to the next room, which is the Bridge 
Room F1. If you happened to get poisoned, 
use the Blue Herbs here to cure you. They 
are unlimited, so you don’t have to worry 
about wasting them 
As you walk forward into the room, 
Annette Birkin will make an appearance and 
explain what has happened to her husband, 
William, and why he is after Sherry. After that, 
she will leave the room. Walk over to the Oil 
Pressure Data Transmitter and use the Valve 
Handle on it to lower the bridge. Walk across 
the bridge and pick up the two Green Herbs. 
Also grab the case of Flame Rounds and the 
Ink Ribbon near the Typewriter. 

Before you leave the room to go to the 
Alligator Tunnel, use the Valve Handle on the 
other Oil Pressure Data Transmitter to raise the 
§ bridge back to the higher level. 


Alligator Tunnel 

Once you make to the Alligator Tunnel, run forward to 
the end. A Giant Alligator will leap out of the water and 
attack you. He's not actually as tough as he looks if you 
know the best way to beat him. Run back towards the 
door you came through and find the control panel on 
the left side of the tunnel. Activate it and a gas cylinder 
will drop to the ground. Take a few steps back and then 
wait for the Alligator. When it reaches the cylinder, it 
will pick it up in its mouth. Now, quickly fire off two 
shots at the cylinder, which will explode and blow off 
the Alligator's head. 

After dispatching the alligator, run back to the end of 
the tunnel and activate the electric lock on the wall, 
which opens up the door. Enter the Garbage Room and 
pick up the hidden Ink Ribbon located on the right side 
of the room. Leave the room by the back ladder and 
reenter the Bridge Room 2F. Follow the metal walkway 
up to the small room with the corpse. Pick up the Eagle 
Medal and the Sewer Manager Diary, then exit to the 
Waterfall Room. You will need to use the Valve Handle 
to slow down the giant fan, so you can climb through 
the Ventilation Shaft. A bunch of bugs will try to attack 
you in the shaft, so run as fast as you can to the other 
side. Note: As you run through the Passage to Giant 
Fan again, the Spiders will be gone, but three Zombies 
will come to life and attack you. 


Stopping the Waterfall 

On the right side of the room, next to the waterfall, 
there is a Clearance Identification Device. Insert both 
the Wolf Medal and the Eagle Medal into the device to 
turn off the waterfall. The water will completely drain 
out of this sewage area, as well. You now have access 
to the Wooden Catwalk. 

There is nothing of interest here, so continue on to 
the Sky Tram Room 1. Walk over to the ride side of the 
Tram and activate the Power Console. This calls the 
Tram back and allows you to enter it through the doors 
on the left side. As you attempt to board the Tram, 
Sherry will appear and a cinema will take place. She will 
then accompany you. 


Vacant Factory B1 


Ride the Tram to Sky Tram Room 2. To your left is a 
Flare Gun, which you can activate with your Lighter. A 
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flare will launch, illuminating the room and revealing the 
location of the Weapon Box Key. Pick it up and then exit 
to the Y-Shaped Branch 1 room. 

There are four Zombies here, so be patient and 
walk slowly around the corners of the room. Walk to 
the end of the left branch and you will find the Spark 
Shot. The right branch contains a door leading to the 
second Y-Shaped Branch room. Four more Zombies are 
in here. At the end of this room's right branch, you can 
pick up two Green Herbs. At the end of the left branch, 
a ladder leads up to the Factory Save Room. This room 
is on the first floor of the Vacant Factory. 


Vacant Factory 1F 

In the back left corner of this save room you can get a 
case of Flame Rounds and a case of Grenade Rounds. 
A First Aid Spray is in the cabinet to the left of the door. 
Go ahead and save your game, because another Tyrant 
battle is coming up soon. 


Transport Room 1 

You can find a hidden box of Hand Gun Bullets next to 
the fallen barrels in the back of this area. A map to 
Factory area is also hanging on the wall to the left of the 
door. Grab it and then ride the elevator down to 


Power Room 

As you enter the Power Room from the elevator, you 
will see two Lickers just waiting for you. Kill them and 
then go to the other end of the room. You need to acti- 
vate the elevator power switch. Once you've done so, 
return to Pump Room 1 and make your way back to the 
initial passageway where you landed. This time head to 
the right and take the large elevator up to Transport 
Room 2. This is the location where you would arrive if 
you were playing the A games. Warning: there are five 
skinless Zombies here! 


Laboratory B4 

Security Room 

You can find a Green Herb at the top of the refrigerator, 
near the cot that Sherry is lying on. There is also a box 
of Hand Gun Bullets in the set of lockers at the far end 
of the room. To the left of the lockers, on the table, is a 
case of Flame Rounds. On the other side of the room 
you can find an Ink Ribbon beside the Typewriter. 

Exit the Security Room and head to the far left hall- 
way. It leads to the Main Shaft, which houses the main 
Breaker System for the whole building. Take the pas- 
sageway with the red-colored guide lights and follow it 


Cold Room 
There is a Fuse Case on a small shelf in the 
ner of the room. Use it at the middle cor 
nal, just to the right of the shelf where yot 
will turn into the Main Fuse, which you cai 
Breaker System in the Main Shaft. Also, don 
grab the hidden First Aid Spray from the 
site the computer terminal. Now return 
Shaft to use the Main Fuse. This will resto 
several of the electronic doors in the 
which is located at the Left Passage. G 
Activate the shutter door by using the s\ 
wall next to it. Behind the door are two plat 
but you can easily kill them with the Flai 
Continue on and enter the doorway lead 
Room with Ladder to BS. Kill the single plat 
here, and then come back inside to take c 
last plant creatures. Now go back outsi 
ladder down to Laboratory B5. Two Greer 
here if you need them. 


Laboratory B5 
Evacuation Gate Room 
When you enter the Evacuation Gate Roon 
ladder, you will come face-to-face wi 


the lower level. Walk along the metal walkway 
and enter the Engine Room. 


Engine Room 

Go to the back of this room and get the 
Control Panel Key from the top of the main 
control panel. To the left of the key is a moni- 
tor control panel. If you turn on the monitor, 
you will see the Tyrant entering the room! 
However, if you leave the room without look- 
ing at the monitor, then you will skip the the- 
atrics but still run smack into him. As always, 
all it takes is a few Acid Rounds to end his 
charge. Search his body and you will be award- 
ed with a case of Acid Rounds. Now head 
back to the Factory Save Room and use the 


Lickers. One will drop down from the 
be prepared. Just be patient and let them | 
with the Flame Rounds, Past the Lick 

ind three Green Herbs sitting on the 1 
wide part of the room. Pick them 
through the other open door to 
Center. The Map to the Lab area is si 
far left of the main control panel, below 
screens. There is also an Item Box het 
need it. Continue on to the Area Outs! 
Moth Room and enter the big metal 
lead to the P-4 Laboratory. 


P-4 Laboratory : 
his is actually one really big room s 
three different sections. Since th 


Control Panel Key on the control panel there. 
That will call back the Transport. 


Transport 
Activate the Transport Control Panel and the Transport 
will start to lower to Laboratory B4, Transport Room 2. 
You will then hear some disturbing sounds from out- 
side, so go ahead and exit through the door. As you 
walk around the Transport, the mutated form of William 
Birkin will make an appearance and attack you. The 
best weapon to use against him is probably the Flame 
Rounds or the Grenade Rounds. Be sure to always stay 
a safe distance from him, as his claws can do quite a 
bit of damage to you. As soon as you defeat him, reen- 
ter the Transport for another movie segment. The 
tansport will then stop due to overheating problems 
and arrive at Transport Room 3. 

Walk to the front of the Transport and climb up to 
the ledge. Enter the ventilation shaft that you see in 
ront of you. This will drop you into another passage- 
way. Of course, in a strange ironic twist, the Transport 
will then start back up and carry Sherry to the lower lev- 
els of the Laboratory. 

Go on to the left and enter the Pump Room 1. You'll 
ind an Item Box, a Green Herb, an elevator, and a 
strange-looking crate. Ride the elevator down to the 
lower area of the room. Here you'll find the P-Epsilon 
Report, a case of Flame Rounds, an Ink Ribbon, and a 
lypewriter. There is also another elevator down here 
that you need to take. 
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into the Left Passage. You need to enter the door at the 
very end of this room. 


Tentacle Room 

You're now in the Tentacle Room, named for the tenta- 
cles protruding from the ventilation shaft. Fire a Flame 
Round into the shaft to exterminate the tentacles. Now 
look for a quiver of Bow Gun Bolts in the locker to the 
tight of the door, and find the “Lab Security Manual” 
File next to the flickering computer monitor. You can 
use the computer to turn on the “Anti-B.O.W. Sprinkler 
System,” which you should go ahead and do. You can 
find a Lab Card Key and the User Registration File on 
the couch to the left of the beds. Some Blue Herbs are 
growing at the side of the beds—you can use them as 
many times as you need, but you can't take them with 
you. There is nothing else useful here, so climb through 
the ventilation shaft where the tentacles were growing. 


Tentacle Room 2 

Two Lickers are waiting for you in this room. If you time 
it right, it only takes one Flame Round to kill them both. 
Two cases of Grenade Rounds are in the metal closet 
to the back of the room. On your way out the door, grab 
the Ink Ribbon from the table. You will wind up back in 
the Left Passage. Follow it back to the Main Shaft 
Room and then take the passageway with the blue-col- 
ored lights. This leads to the Right Passage. Enter the 
Cold Room at the far back of this passage. 
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between the sections run on motion sen 
five skinless Zombies here can walk freely fi 

to section. Be careful! 
n the first part of the room, there 
you can use the Weapon Locker Key on 
awarded with two cases of Grenade Roun 
the Power Room Key in the big section of 

shining on the white table at the back ares 
has nothing else to offer, so go back out t 
Outside Giant Moth Room. 


Giant Moth Room 
You will need to use the Lab Card Key on 
panel outside the entrance to gain access. 
Flame Rounds ready, because there is a 
hanging on the wall at the back of the ro 
ishing it off, blast the nasty critters off of 
computer and use the user name “GUEST 
The computer will then register your 
image. Head back outside and climb the 
the Laboratory B4 level. As you walk past 
monitors in the Control Room, Annette 
another appearance and then run off to fi 
Also, as you go through the Evacuation 
again, another Licker will drop down from 
to surprise you. 


Back to Laboratory B4 


Make your way to the Right Passage ai 
shutter door. This will reveal another door wi 


nt verification control panel next to it. If you 
lready activated this control panel once as Leon, 
again with Claire. The door will now open 
has two separate fingerprint scans. Inside you 
ither a Sub Machine Gun or bullets for it, 
On whether you already have the Sub 
un oF not. 

use the Lab Card Key to enter the door to the 
late left of the shutter door, and make quick 
f the two plant creatures. Turn on the light 
cated at the left side of the room, next to the 
ders. A case of Grenade Rounds is in the back 
room. 


Pump Room 1 
time to return to Pump Room 1, so go back 
Transport Room 2 and ride the elevator back down 
issageway. Once in Pump Room 1, you 
‘solve a quick puzzle. See that strange-look- 
Push it onto the smaller elevator and ride 
it to the lower area of the room. Then 
it along the small left path until it's flush against 
wall. Don't worry, there is no way to mess 
Now climb on top of the crate and you'll be 
each an area that you could not have 
| before. Use the Power Room Key on this 


Room 
walk into this room, a cinema will take over 
| Sherry and the Tyrant. In the end, the Tyrant 
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u start Leon's “B” game on the right side of 
@ wrecked police car. Head to your right, 
seven zombies, and go through the metal 
will find yourself at the back portion of the 
. station, where three zombies are waiting. Walk 
and get the Cabin Key located in the small 
the right. Continue on to the left and use the 
on the left door. This gives you access to the 


table you'll find a box of Hand Gun Bullets, 
In bon and a Typewriter. As you explore this 
lu will hear some Zombies crashing through 
If you try to exit through the door you just 
lh, two Zombies will attack you during the 
reen. You won't be able to exit through that 
if you do kill the Zombies, so don’t even 

ling it. Just go through the opposite door, 
the six Zombies, and climb up the near- 
iy. You will wind up at the Helicopter 
where a movie segment will occur. 


Rooftop 
the first game, you will need to extin- 
burning helicopter. Thus, your first task 
the Valve Handle. Enter the metal 
fo the left of the helicopter and 
our way through the Bird Hallway. 


F you just came through. Eight 
» waiting for you near the end of 
lway, so be prepared. After you 
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will fall into a pool of lava located at the lower part of 
the Laboratory. The building's self-destruct system 
will also engage, so you will need to hustle back to 
the big elevator. Ride the elevator back up to 
Transport Room 2 and go to the Main Shaft. Annette 
and Sherry will be there, and you will be able to get 
the Master Key. 

After you have the Master Key, make your way 
back to the elevator yet again and use the key on the 
other control panel. This will cause the elevator to fol- 
low a different route, taking you down to the Escape 
Train Room. 


Escape Train Room 

You will automatically start off in Train Car 1, so go to 
your left and enter Train Car 2. In the very back of this 
car you can find a Typewriter, an Item Box, an Ink 
Ribbon, and the Platform Key. Go ahead and save, then 
exit through the side door located in Train Car 1. This 
takes you back out to the Escape Train Room. 

Use the Platform Key on the metal doors to your 
left and enter the Plug Room. There is another Item 
Box here if you need it. Go over the bridge to the other 
side of the room and activate the control panel. You 
will now be able to get Joint S Plug and Joint N Plug. 
Grab them and go through the other door. 


Tyrant Room 

You will see a generator in this room, but it's missing 
the necessary plugs to operate. Use the plugs you 
just found on the control panel to redirect power to 


the next door you see, which leads to the East 
Stairway 2F, and pick up the Green Herb. Now, head 
downstairs and enter the Fan Room. Two more Green 
Herbs are in here if you want to pick them up. 


Fan Room 
Search the body on the ground for a box of Hand Gun 
Bullets, and get ready to kill five Zombies. You'll find 
the Valve Handle on the right side of the room. Another 
box of Hand Gun Bullets is in the left office, as well as 
another Green Herb (located behind the desk). The 
safe is also in here, and it uses the same combination 
found in game A: 2236. Inside the safe is a case of 
Shotgun Shells and the map to the Police Station. Back 
out in the main part of the room you can find an Ink 
Ribbon on the desk underneath the first fan. 
That's it for this room right now, so go back to the 
staircase and make your way to the Bird Hallway. Don't 
go to the Helicopter Rooftop, though—you need to find 
a better weapon first. Follow the Bird Hallway to 
its end and enter the Helicopter Hallway. Two 
Lickers are waiting here, so be prepared. Try 
to run to the first door you see without getting 
hurt. This door leads to the Waiting Room. 


Waiting Room 
Here you will find a Typewriter, an Ink Ribbon, 
a box of Hand Gun Bullets, the Secretary's 
Diary A, and an Item Box. Make sure you 
don’t miss any of the items, and then go 
through the other door in this room. 


Hallway 2F 
# This is the second floor hallway, home to five 
Zombies. Run to the ladder and lower it, then 
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your Train. Unfortunately, this also triggers the 
Tyrant's appearance, so you will have to fight him for 
the final time. He is extremely fast and there is no 
easy way to dodge him. Just make sure you have a lot 
of health! 

Actually, there is one somewhat easy way to beat 
him. Shoot him with a couple of Acid Rounds, then run 
away from him. A mysterious woman will appear in the 
shadows and throw you a Rocket Launcher. Quickly 
grab it and fire at the Tyrant. One shot is all it takes, but 
be aware that you only have two rockets. After he is 
lestroyed for real, return to the Escape Train Room. 
Activate the control panel at the front end of the plat- 
form. This will open the gates that are currently block- 
ing the train's route. Now reboard the train and go to 
the Engine Car Control Room. 


Engine Car Control Room 

Power up the train by activating the big handle at the 
center of the main console. Some FMV segments will 
then take place and you will regain control of Claire. 
Proceed to Train Car 2 again and walk forward until the 
last boss appears. He is pretty gruesome and can 
cause you quite a bit of damage. As soon as you get a 
chance, let him have it with any weapons you have left. 
The Sub Machine Gun or Grenade Rounds work best. 
He actually isn’t that hard to beat. As soon as you've 
finished that disgusting creature off, go back to Train 
Car 1 to watch the final sequence to the game. Now do 
your favorite victory dance, because you have just fin- 
ished Claire's B game! 


take on the Zombies. As soon as you kill them, run to 
the far end of the hallway and grab the Unicorn Medal 
off of the wall. Proceed back to the ladder and climb 
down into the main hall of the Police Station. 


Main Hall 

Use the Unicorn Medal on the big statue to receive the 
Precinct (Spade) Key. Then get the Shotgun and the Ink 
Ribbon from near the computer. Now it's time to extin- 
guish the flaming helicopter on the roof, so make your 
way back up there. 


Helicopter Rooftop 

Use the Valve Handle on the water pressure valve 
(located to the left of the door) to extinguish the fire. If 
you search the area of the helicopter near the steam, 
you'll find a case of Shotgun Shells. As soon as you try 
to reenter the Bird Hallway, a cinema will take place 
showing the Tyrant. He will drop down into the Bird 
Hallway, so you will need to run past him or try your 
best to kill him. If you do manage to put him down, 
search the body for a box of Hand Gun Bullets. Of 
course, like in any horror film, he’s not actually dead 
and will show up later on in the game. 

Follow the Bird Hallway to its end and enter the 
Helicopter Hallway. Continue forward, walk past the 
helicopter cockpit, and enter the right door. (As you do 
this, a brief cinema will occur and you will hear scream- 
ing from behind the blocked door). This is the Red 
Jewels Statue Room. 


Red Jewels Statue Room 

You can't solve this puzzle right now (because you 
don't have the two Red Jewels), so just grab the Blue 
Card Key that's laying near the left statue. A Licker will 
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drop down through the skylight as you attempt to leave 
the room, so make quick work of him. You can easily 
kill him with two Shotgun blasts. A case of Shotgun 
Shells is located near the left wooden boxes. 

Now go all the way back to the Main Hall. Use the 
Blue Card Key on the computer, which will open the 
two locked side doors on that floor and the double 
doors on the second floor. Enter the first door located 
to the left of the main entrance (Reception Area 1). 


Reception Area 1 

You will find three Zombies here as well as the Police 
Memorandum (which shows the safe combination). 
Use the Small Key on the locked drawer at the back 
corner of the room and you will find a case of Shotgun 
Shells. Now exit through the back door and make your 
way through the Circuit Box Hall 1. A Green Herb is at 
the end of this hallway, but go ahead and enter the first 
door using the Precinct (Spade) Key. This is the Messy 
File Room. 


Messy File Room 

You can find a Patrol Report to the left of the copy 
machine. In the cabinet to the right of the door lies an 
Ink Ribbon. Just like in game A, push the stepladder up 
against the back cabinet. This time, a First Aid Spray 
will be on top instead of the Crank. Now exit this room 
and follow the hallway to the next door. 


Hallway with Boarded Windows 
As you travel through this next hallway, two Zombies 
will bust through the windows. Make quick work of 
them and then enter the double doors. You are now in 
the Briefing Room. The Operation Report 1 is on the 
table to the right of the podium. Go to the back area of 
the room and use your lighter on the fireplace to get 
the first of the two Red Jewels. There is also a box of 
Hand Gun Bullets at the back right corner of this room. 
Now it's time to go back out to the boarded-up hall- 
way and follow it into the next area, which contains a 
staircase. Grab the two Green Herbs sitting in 
front of the door to the Dark Room, then 
enter the door. (The door is directly par- 
allel to the staircase.) 


Dark Room 


the left of the Typewriter. 
The Operation Report 2 is 
tight behind the Typewriter. 


section of this room to 
develop any rolls of film 
you find. There is a 
metal locker to the left 
of the door, which 
contains a costume 
change and anoth- 
er secret weapon. 
To get the key to 
the locker, how- 
ever, you must 
get a_ high 
grade = when 
playing though 
either Claire's or 
Leon’s B game. Check 
out last issue's RE2 strategy 
guide (March 1998) to get 
the full explanation 
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Sliding Statue Room 

After you are done here, exit and walk up the nearby 
staircase. Follow the hallway until you see a room with 
three statues in it. To solve this simple puzzle, just push 
the right gray statue on top of the left pressure plate, 
and the left brown statue on top of the right pressure 
plate. A distinct “clicking” sound will let you know 
when the statues are in position. When both of the lit- 
tle statues are positioned correctly, the center statue 
will drop a fist-sized Red Jewel. Grab it and exit 
through the nearby door. 


Hallway to the S.T.A.R.S. Office 

Walk down the hallway and enter the S.T.A.R.S. Office, 
which is the first door you will see. Walk over to Chris's 
desk and get Chris's Diary. There is also a Magnum in 
the metal locker at the left side of the door. 


Reception Area 3 

Continue forward and go through the next door. You 
will enter the Reception Area 3, where Sherry is. She 
will run away from you and you will automatically fol- 
low her. You'll find the Precinct (Diamond) Key near the 
opening she crawls through. Also grab the case of 
Shotgun Shells near the open closet. As you enter the 
main part of the room again, another cinema will take 
place and Claire will show up. After the sequence 
ends, go through the other door in the room to the 
Library. Note: There is a locked drawer here that you 
can't open right now, so you will have to come back to 
this room later. 


Library 

Walk up the staircase, following the balcony around to 
the left. You will eventually fall through the balcony to 
the floor below. Here you will find two things: a box on 
the wall, and a Power Switch that will open a secret 
pathway back to the main area of the room. Walk 
through the pathway and activate the panel on the left- 
most bookcase. This allows you to move the bookcase 
to the left or to the right. Move it and the next book- 
case over to the right. The box on the wall in the 
secret area will open and reveal the Bishop Plug. 
Go grab it, then exit through the big main doors 
on the other side of the room. 

Run all the way across the 
Main Hallway Ledge 2F and go 
back to the Red Jewel Statues 
Room. You now have both Red 

y Jewels, so use them on the two 
iw side statues to get the King Plug. 

After making sure that you 
have the Precinct (Diamond) 
Key on your person, travel 
back to the West (left) side of 
the building and go down 
the staircase to the first 
floor. Walk to the back of 
the right hallway (not the 
one with the Dark Room in 
it) and enter the Locker 
Room. Note: When you 
arrive at the bottom of the 
stairs, five Zombies will 
be waiting for you. 
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Locker Room 

You can find a case of Shotgun Shells in a 
locker facing the door you came through. 
On the other side of the wall of lockers 
is a drawer with the Film B inside. 


Room With Lots of Desks 

Exit through the other door, to get to the Room With 
Lots of Desks. Four Zombies are staggering around 
here, so be ready with your gun. Pick up the nearby 
Green Herb, then grab the Precinct (Heart) Key off the 
desk in the office area. On the other side of the room, 
on the desk in front of the two big lockers, you can get 
the "Memo to Leon” File. You can find the second 
Small Key on the counter to the right of the locker. This 
small key will open the drawer in Reception Area 3, 
which contains the Hand Gun Parts. Combine these 
with the Hand Gun to upgrade your weapon! A box of 
Hand Gun Bullets is also in one of those two lockers. 
That's it for this room, so exit to the Main Hall using the 
front door. Note: Once you exit to the Main Hall, the 
front door will remain unlocked so you can come and 
go freely. 


Brown Boarded-Up Hallway 

Now go through the front right door, which leads to 
Reception Area 2. Be ready for the six Zombies on the 
other side of the door. Pick up the Green Herb to the 
left of the vending machines and go through the door 
at the far back of the room. This takes you to the 
Brown Boarded-Up Hallway, where there is a Red 
Herb. Follow the hallway to the very end and enter the 
back door on the right side. This is the Interrogation 
View Room. As you walk forward from the door, a 
Licker will drop down from the ceiling. As usual, a cou- 
ple of Shotgun Rounds will end its life. Unfortunately, 
the only thing useful in this room is a box of Hand Gun 
Bullets located on the wooden shelves. 


Interrogation Room 

Go back out to the hallway and enter the gray door 
located to your right. The Precinct (Diamond) Key will 
unlock this door. Inside is a First Aid Spray and the 
Rook Plug. Be careful! As soon as you pick up the 
First Aid Spray, a Licker will burst through the two- 
way mirror and land in front of you. Try to run past 
him, if you can. 

Now it's time to head for the first section of the 
basement level. Leave this area and reenter the Fan 
Room, but be prepared for the four Zombies that are 
waiting for you. This time, exit through the back locked 
door. You'll need the Precinct (Heart) Key to unlock it. 
You are now in the Circuit Box Hall 2. The five Zombies 
in here would just love a taste of some buckshot, so let 
‘em have it. Then pick up the Green Herb and head 
downstairs to Police Station B1. 


Police Station B1 


Go through this Main Tunnel to the "“T” intersection 
and kill the five Zombies. The best strategy is to keep 
all the Zombies in front of you at all times. After clear- 
ing them away, head right and go through the big doors 
into the Power Room. 


Power Room 

A Green Herb is on your immediate left and a box of 
Hand Gun Bullets on your right. Run around the center 
machinery and pick up the Map to Police Station B1. 
Then walk over to the Reserve Power Control Panel 
and set the switches to the following positions: Up, 
Down, Up, Down, Up. This will power up the card read- 
er outside of the Armory. 

Leave and go through the dirty-looking metal door 
to the Outer Path. You'll find a Red Herb sitting on the 
ground a few steps from the door. When you walk for- 
ward along the path, you'll be jumped by two more 
dogs, one from behind you and one from the front. The 
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best thing to do is to run to the end of the path and 
climb down the manhole. When you climb back up to 
this room on your way out, both of the dogs will be in 
front of you and you can shoot them more easily. 


Under Construction Passageway 

The manhole leads to the Under Construction Pas- 
Sageway. Enter the door to the left and save your 
game. There is nothing else to do in this section as 
Leon. If you were playing as Claire, you would have to 
spend a bit more time down here. Go ahead and return 
to the Main Tunnel of Police Station B1. 


Return to Police Station B1 


Now it’s time to enter the Parking Garage at the oppo- 
site end of the Main Tunnel. When you first enter this 
room, you will meet Ada Wong. After the brief movie 
sequence occurs, help her push the S.W.A.T. van out 
of the way. You can now access the Cell Block 
Entrance Hallway. 


Cell Block Entrance Hallway 

At the end of this hall, just in front of the metal gate, 
is a table with a roll of film sitting on it. Go on through 
the metal gate now, into the actual Cell Block. You will 
find a Green Herb and a Blue Herb in the first empty 
Cell. Talk to Ben in the last cell. Outside his cell is a 
shelf with a Manhole Opener on it. Grab it and enter 
the other door located in the Cell Block Entrance 
Hallway. This leads to the Kennel. When you walk past 
the locked-up dogs and pick up the Red Herb at the 
end of the hall, the dogs will break loose and come 
after you. To avoid getting stuck in a dangerous situa- 
tion, shoot the second dog through its cage before 
you get the Herb. Just don’t kill the dog in the first cell 
yet. After you pick up the Herb, he will bust free. Kill 
him, then go into his cell to find a Blue Herb. Lastly, 
use the Manhole Opener on the manhole cover to get 
access to the sewers. 


Sewage Disposal 

After you climb down the ladder, run past the two 
Giant Spiders that hang out in this tunnel. You can 
shoot them if you want, but try to save your ammo. 
Climb up the stairs at the end of the tunnel and enter 
the Storeroom L, located to the left of the Hallway. 
Here you'll find a Blue Herb, an Item Box, an Ink 
Ribbon, and a Typewriter. Go ahead and save your 
game. Exit and take the big metal door to the left of the 
storeroom. Now exit this room and you should run 
across Ada again. You will lift her up to a ventilation 
shaft, and she will crawl through to the Cesspool room. 
You will then take control of her. The moment you land 
in the Cesspool, you will see Sherry running off. She 
will accidently drop her necklace, which contains a vial 
of the G-Virus. 


Catwalk 

Exit the Cesspool room to the Catwalk. There are four 
Zombies here, but you should be able to run past them 
if you are careful. Enter the door on the left, which 
takes you to the Crate Puzzle room. 


Crate Puzzle Room 

Walk down the stairs to the empty pool area, where 
you will find three wooden crates. Push the left single 
Crate against the back wall. Next, climb over the two 
Crates to the right and push the center one flush 
against the side of the left one. Now climb back over 
the crates and push the final right crate against the 
Wall. All three crates should be in a straight line. Climb 


back up to the stairs and activate the sewage control 
panel, which will flood the pool area. The crates will 
then rise, creating a bridge to the other section of the 
room. Find the Precinct (Club) Key, then exit the room. 
Don't forget to pick up the map on the way out. It’s 
hanging on the wall near the door. 

Go back out to the Catwalk and run straight 
ahead to the open doorway. Ride the elevator down 
to the Dead-End and grab the case of Shotgun 
Shells lying on the floor. Then ride the elevator back 
up to the Catwalk and return to the Cesspool 
room. After the movie sequence concludes, 
you will be in control of Leon once again. 

The area blocked by the helicopter in the 
Helicopter Hallway will be accessible 
because of Claire’s help. That's it for this sec- 
tion right now, so go ahead and return to the 
Main Tunnel of Police Station B1. You will 
need to pick up the Shotgun Shells and the 
Precinct (Club) Key before you go, though. 4 


Return to Main Tunnel 

of Police Station B1 

Two dogs are waiting for you in the 
Garage, so be careful as you run through it. 
You will also have to deal with two more 
Zombies are in the Main Tunnel. After you 
have disposed of them, use the Precinct 
(Club) Key to enter the Autopsy Room. 
There is a Red Card Key in a locker to the far 
left of the room. Just be careful—as soon 
as you enter the room, two Lickers will drop 
down and attack you! Hopefully you have 
some spare Acid Rounds, because there 
is no easy way to evade them. Now that 
you have the Red Card Key and have 
hopefully survived, go to the Armory. 
Take the door with the Card Reader to the side of it. 


Armory 

When you first enter the room, you will see some 
Magnum Bullets and a box of Hand Gun Bullets on the 
left. Past them is another box of Hand Gun Bullets. A 
Sub Machine Gun and a Side Pack are both in the left 
locker at the end of the room. These items are both 
extremely handy. Make sure to pick up everything, 
then head back up the stairs to the Circuit Box Hall 2. 


Return to Police Station 

Now you need to use the Precinct (Club) Key to enter 
the door behind the stairs. Inside are some living 
quarters. In the back sleeping area you'll find some 
Magnum Bullets and the Watchman’s Diary. A case 
of Shotgun Bullets is in the lockers at the front area 
of the room. 

Go ahead and exit the room, then make your way 
to the Brown Boarded-Up Hallway again (where the 
interrogation rooms are). Use the Precinct (Club) Key to 
enter the green door at the back of the hallway. You've 
made it to the Press Room. 


Press Room 

Walk to the back area of the room where the furnace 
is. Ignite the furnace with the Lighter and then turn on 
the three wall statues in this order: 12, 13, 11. Once all 
three statues have been lit in the proper order, a 
Golden Cogwheel will drop from the wall painting. Be 
prepared—once you walk over to get the Cogwheel, 
the Tyrant will bust through the wall and attack you 
Have your Acid Rounds ready and hit him with four of 
them. If you try to run away from him and exit the 


room, he will bust through another wall to try and get 
you. In fact, even if you do kill him in this room, he will 
still bust through the other wall and attack you in the 
Brown Boarded-Up Hallway. You should only try to kill 
him both times if you have a decent supply of ammo. 
Search his body and you will get another box of 
Hand Gun Bullets. If you've put him down 
twice, you'll get a case of Shotgun Shells. 
Now it's off to the Helicopter Hallway, which 
is located on the second floor. 


Back to Helicopter Hallway 
Remember the room that was previ- 
ously blocked by the helicopter 
wreckage? Well, Claire has blown 
that away so you now have access to 
Chief Irons’ Office. In the office, pick 
up the Chief's Diary and exit through 
the second door in the room. You will 
find yourself in a long hallway, so fol- 
low it to the end and enter the Art 
[} Display Room. 


Art Display Room 

In the back area of this room you can find 
the Crank. It's in the chest located to the 
left of the fireplace. The Secretary's Diary 
B is on the right side of the fireplace. 
After grabbing these items, you need to 
go to the Gear Room, which is located 
on the third floor of the Police Station. As 
you run through the Hallway from Irons’ 
Office, the Tyrant will appear once again. 

Put him down and you will be awarded 

with some Magnum Bullets. 


Gear Room 

Go to the second floor library, which can be easily 
accessed if you take the ladder from the Main Hall. 
Watch out for the Licker here. Climb up the library stair- 
case and enter the room at the top. This takes you to 
the Main Hallway Ledge 3F, where the entrance to the 
Gear Room is located. Go ahead into the Gear Room 
and use the Crank on the square opening in the back 
wall. This will lower a wooden staircase that you can 
take to the attic area. Use the Golden Cogwheel on the 
machinery there and a door will open up to the right of 
you. You will find the Knight Plug there, as well as an 
old dust chute. 

Slide down the chute, which takes you back to the 
Cell Block Entrance Hallway. A cinema concerning Ben 
will then occur. After it ends, proceed to the Cell Block 
and get the Mail to the Chief from him. That's it for the 
Police Station, so proceed back to the Kennel and exit 
through the manhole. Remember the H-Shaped 
Room, the one you entered and then exited to meet up 
with Ada? Go there now, but be sure to have saved 
your game. You will have to fight a mutated form of 
William Birkin when you get there. 


H-Shaped Room 

As you enter this room, William Birkin will appear and 
attack you with his pipe. The best thing to do is to run 
over to the left corner, because the overhead pipes will 
protect you from a majority of his attacks. Keep hitting 
him with the Shotgun and he will eventually fall over 
the edge. 

After the fight, walk over to the control panel on the 
other side of the room and insert the four Chess plugs 
you have gathered. This will unlock the door leading to 
the Stairs to Sewer B1. Ada will drop down from the 
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ceiling and then accompany you. Go through the big 
metal doorway and make your way to Control Room 2. 


Control Room 2 

You will find the Sewer Manager Fax on the large table. 
From the lockers to the left of the elevator you can get 
a First Aid Spray. An Ink Ribbon is also next to the 
Typewriter. Once you have everything the room has to 
offer, push the lockers on the left wall. They will move 
out of the way to reveal a secret door. Open it and 
climb down the ladder to the Secret Warehouse. 


Secret Warehouse 
Since this room is pitch-black, the first thing you need 
to do is illuminate it. Walk to your right until you can see 
the first lantern. Light it with your lighter and you 
should be able to see a sparkling item on the left shelf. 
Grab it, then follow the shelf around to the other side 
of the room. Another lantern is on the far left, so light 
that one now. A case of Shotgun Shells is on the right 
side of this light, on the metal shelves. That's it for this 
room, so climb back up the ladder and ride the eleva- 
tor down to the Elevator Hallway. 

Acinema concerning Annette Birkin will occur, and 
afterward you will be in control of Ada again. Follow 
Annette into the Passage to Giant Fan. 


Passage to Giant Fan 
Two giant spiders are crawling around here, so be 
extremely careful. They are quite fast and can spit 
venom at you. Walk left to the ladder and climb up into 
the Bug-Infested Fan Tunnel. You will need to run as 
fast as you can through this tunnel or the bugs will 
swarm and attack you. On the other side is the Bridge 
Room 2F. Walk forward and another cinema concern- 
ing Annette will occur. After it ends, continue walking 
forward and climb down the ladder leading to the 
Garbage Room. You will then regain control of Leon. 
Run through the Elevator Hallway and head to the 
Passage to Giant Fan. Go to the left, past the ladder, to 
the other ledge. Note: You won't be able to enter the 
Bug-Infested Fan Tunnel because the ventilation fan is 
spinning too fast. Pick up the third Small Key and the 
Wolf Medal, then do your best to kill those spiders. 
Remember that other elevator in the Elevator Hallway? 
Well, that's the way that Claire comes down when you 
play as her. Go ahead and ride that elevator up to the 
other Control Room. 


Control Room 1 

A box of Hand Gun Bullets is on the large table, and an 
Ink Ribbon is next to the Typewriter. Once you have 
everything the room has to offer, use the Small Key to 
gain entrance to the lower Warehouse Room. 


Warehouse Room 

You can get some Magnum Bullets and a case of 
Shotgun Bullets down here, and you might want to go 
ahead and dispatch the Zombie as well. You will notice 
that there is another door in this room, but it doesn’t 
lead anywhere useful. Climb up the ladder and ride the 
elevator back down to the Elevator Hallway. Keep 
going until you reach the Passage to Giant Fan again. 
This time, however, go to your right and then make a 
left through the metal door. 


Waterfall Room 

You will now be in the Waterfall Room, which contains 
two more giant spiders. Use the Magnum on them if 
you have it. Otherwise, run past them and quickly 
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climb up the ledge to the next room, which is the 
Bridge Room F1. If you happened to get poisoned, use 
the Blue Herbs here to cure you. They are unlimited, so 
you don't have to worry about wasting them. 

Walk over to the Oil Pressure Data Transmitter and 
use the Valve Handle on it to lower the bridge. Walk 
across the bridge and pick up the two Green Herbs. 
You'll also find a case of Shotgun Shells and an Ink 
Ribbon near the Typewriter. Before you leave the room 
to go to the Alligator Tunnel, use the Valve Handle on 
the other Oil Pressure Data Transmitter to raise the 
bridge back up to the higher level. 


Alligator Tunnel 
Once you're in the Alligator Tunnel, run forward to the 
end. A Giant Alligator will leap out of the water and 
attack you. Don't worry though, it's a piece of cake to 
beat him. Run back towards the door you came 
through and find the control panel on the left side of 
the tunnel. Activate it and a gas cylinder will drop to the 
ground. Take a few steps back, then wait for the 
Alligator. When it reaches the cylinder, it will pick it up 
in its mouth. Quickly fire off two shots at the cylinder, 
which will explode and blow off the Alligators head. 

After that, run back to the end of the tunnel and 
activate the electric lock on the wall, which opens up 
the door. Enter the Garbage Room and pick up the hid- 
den Ink Ribbon, located on the right side of the room. 
Watch the cinema, then follow the metal walkway up 
to the small room with the corpse. Pick up the Eagle 
Medal and the “Sewer Manager Diary,” then exit to 
the Waterfall Room. You will need to use the Valve 
Handle to slow down the giant fan. Climb through the 
Ventilation Shaft to the other side and head back to the 
Waterfall Room. 


Stopping the Waterfall 

A Clearance Identification Device is on the right side of 
the room, next to the waterfall. Insert both the Wolf 
Medal and the Eagle Medal into the device to stop the 
waterfall. The water will completely drain out of the 
sewage area, as well. You now have access to the 
Wooden Catwalk. 

There is nothing of interest here, so continue on to 
the Sky Tram Room 1. Walk over to the ride side of the 
Tram and activate the Power Console. This calls the 
Tram back and allows you to enter it through the doors 
on the left side. As you ride the Tram to the next area, 
the Tyrant will attack you by punching through the ceil- 
ing. Dodge its claws and keep shooting until it goes 
away. You will then arrive at the Vacant Factory. 


Vacant Factory B1 

To your left is a Flare Gun, which you can activate 
with your Lighter. The gun launches a flare that illu- 
minates the room, revealing the location of the 
Weapon Box Key. Pick it up, then exit to the room 
titled Y-Shaped Branch 1. 

Four Zombies are staggering around here, so be 
patient and walk slowly around the corners of the 
room. Walk to the end of left branch and you will find 
the Shotgun Parts. (Combine these with the Shotgun 
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to form a more powerful weapon. 
contains a door leading to the second 
room. Four more Zombies are in her 
this rooms right branch, you can pick uy 
and a Blue Herb. At the end of the left brar 
leads up to the Factory Save Room. 

ed on the first floor of the Vacant Factor 


Vacant Factory 1F 
A case of Shotgun Shells and some M 
are in the back left corner of this save room. 
find a First Aid Spray can in the cabinet 
door, and an Ink Ribbon is next to the 
ahead and save your game, then exit 


Transport Room 1 
Look for a hidden box of Hand Gun Bi 
of this area next to the fallen barrel: 
Factory area is hanging on the wal 
door. Grab it, then ride the elevator dowt 
level. Walk along the metal Wale / 
Engine Room. 


Engine Room 
Go to the back of this room and get the ¢ 
Key from the top of the main control pai 
of the key is a monitor control panel 
monitor, you will see the Tyrant en’ 
you leave the room without looking at 
will skip the theatrics but still have t 

always, all it takes is a few Acid Ro 
charge. Search his body this time ant 
awarded with a case of Shotgun Shell 
back to the Factory Save Room and 
Panel Key on the control panel. Doing s« 

the Transport. s 


Transport 

When you activate the Transport 
Transport will start to lower to Laboratory 
Room 2. On your way down, Ada will 
you will have to go outside the moving Trar 
what's there. As you walk around 
mutated form of William Birkin will mal 
ance and attack you. The best weapon 
him is probably the Custom Shotgun or 
Always stay a safe distance from him, 
really mess you up. As soon as you 
ter the Transport for another mc 
Transport will then stop due to over! 
and arrive at Transport Room 3. 

Walk to the front of the Transport ai 
the ledge there. Enter the ventilatior 
see in front of you. This will drop 
passageway. As you might expect, t 
then start back up and carry Ada to thi 
of the Laboratory. 

Go to the left and enter the Pur 
find an Item Box, a Green Herb, an 
strange-looking crate. Ride the eleva' 
lower area of the room and you'll fin 
Report, a case of Shotgun Shells, an In 
Typewriter. There is also another ele 
that you need to take. 


Elevator Switch Room 
As you enter the Elevator Switch Root 
vator, you will see two Lickers waiti 
and then go to the other end of the 
activate the elevator power switch. | 


Pump Room 1 and make your way 

eway where you initially landed. 

to the left and take the large elevator 

Room 2. This is the location where you 

you were playing the A games. Watch 
kinless Zombies here! 


B4 

left hallway. It leads to the Main Shaft, 
ie main Breaker System for the whole 
he passageway with the red-colored 
and follow it into the Left Passage. You 
the door at the very end of this room. 


ntacle Room, so named because of 
s that protrude from the ventilation 
Flamethrower from the metal closet 
the tentacles. The “Lab Security 
ies to the right of the flickering com- 
Grab it, then use the computer to turn 
+B.O.W. Sprinkler System.” This will 
of the creatures in the complex. Now 
rd Key and the User Registration File 
fo the left of the beds. There are also 
bs at the side of the beds. You can 
any times as you need, but you can’t 
h you. There is nothing else useful 
© through the ventilation shaft where 
ere earlier growing. 

2 
) down into this room from the ventila- 
ill be greeted by two Lickers. Fill them 

if Magnum. Now grab the two cases 

from the metal closet in the back of 
your way out the door, grab the Ink 
table. You will wind up in the Left 
“ollow it back to the Main Shaft Roorn, 
ageway with the blue-colored lights. 
Right Passage. Enter the Cold Room 
this passage. 


se On a small shelf in the back corner 
Jse it at the middle computer terminal, 
of the shelf where you found it. It will 
lain Fuse, which you can use on the 
in the Main Shaft. Head back to the 
-don’t forget to grab the hidden First Aid 
shelves opposite the computer termi- 
Main Fuse on the Breaker System will 
‘to several of the electronic doors in the 
F these doors is located at the Left 
ere now. Activate the shutter door by 
n the wall next to it. Two plant crea- 
id the door, which you can easily kill with 
inds. Another doorway leads to the 
ler to B5. Head through that doorway, 
plant creature on your way, then come 
take care of two last plant creatures. 
outside and take the ladder down to 
There are two Green Herbs here if you 
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sr the Evacuation Gate Room from the 
come face-to-face with three Lickers. 
the one that drops down from the ceil- 
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ing. Be patient and let them have it with the Flame 
Rounds. Past the Lickers you will find three Green 
Herbs sitting on the floor in the wide part of the 
room. Pick them up, then go through the other open 
door to the Control Center. The Map to the Lab Area 
is sitting on the far left of the main control panel 
below the video screens. There is also an Item Box 
here if you need it. Continue on to the Area Outside 
Giant Moth Room and enter the big metal doors that 
lead to the P-4 Laboratory. 


P-4 Laboratory 
his is actually one really big room split up into three 
different sections. Be careful—since the doors 
between the sections run on motion sensors, the five 
skinless Zombies here can walk freely from section to 
section. In the first small part of the room, you'll find a 
locker that you can use the Weapon Locker Key on. 
You will be awarded with the Magnum Parts. Look for 
the Power Room Key in the big section of this room, 
which is shining on the white table at the back area. 
That's it for this room, so return to the Area Outside 
Giant Moth Room. 


Giant Moth Room 

You will need to use the Lab Card 
Key on the security panel outside the 
entrance to access this room. Have 
your Flame Rounds ready, because 
there is a Giant Moth hanging on the © 
wall at the back of the room. After fin- 
ishing it off, blast the nasty critters off of 

the nearby computer and use the user name “GUEST” 
to login. The computer will then register your finger- 
print image. Head back outside and climb the outside 
ladder up to the Laboratory B4 level. As you go through 
the Evacuation Gate Room again, another Licker will 
drop down from the ceiling to surprise you. 


Back to Laboratory B4 


Make your way to the Right Passage and open the 
shutter door. This will reveal another door with a spe- 
cial fingerprint verification control panel next to it. If you 
have already activated this control panel once as Claire, 
then do it again with Leon. The door will now open 
since it has two separate fingerprint scans. Inside you 
will find either a Sub Machine Gun or bullets for it, 
depending on whether you already have the Sub 
Machine Gun or not. 

Now use the Lab Card Key to enter the door to the 
immediate left of the shutter door, and make quick 
work of the two plant creatures inside. Next, turn on 
the light switch at the left side of the room, next to the 
gas cylinders. Some Magnum Bullets are in the back 
part of the room. 


Return to Pump Room 1 

Now it's time to return to Pump Room 1, so go back to 
the B1 Passageway and ride the elevator back down. 
Annette will appear as you walk through the 
Passageway, as will the Tyrant. Put him down with a 
couple blasts from your Shotgun, then get some 
Magnum Bullets off of his body. 

When you reenter Pump Room 1, you'll need to 
solve a quick puzzle. See that strange looking-crate? 
Push it onto the smaller elevator and ride with it down 
to the lower area of the room. Then push it along the 
small left path until it's flush against the back wall. You 
can’t mess this up, so don't worry. Now climb on top 
of the crate, which will enable you to reach an area you 
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could not have reached before. Use the Power Room 
Key on this door to gain entry. 


Power Room 2 

As you walk into this room, a cinema will take over 
showing Ada and the Tyrant. In the end, the Tyrant will 
fall into a pool of lava located at the lower part of the 
Laboratory. The building's self-destruct system will also 
engage, so you will need to hustle back to the big ele- 
vator. Don't forget to grab the Master Key off the floor. 
Ride the elevator back up to Transport Room 2 and 
enter the Security Office. 

A cinema will then occur of you carrying Sherry to 
the elevator. After it ends, use the Master Key on the 
other control panel. This will cause the elevator to fol- 
low a different route, taking you down to the Escape 
Train Room. 


Escape Train Room 
You will automatically start off in Train Car 1, so go to 
your left and enter Train Car 2. In the very back of this 
car you can find a Typewriter, an Item Box, an Ink 
Ribbon, and the Platform Key. Go ahead and 
save, then exit through the side door located in 
, Train Car 1. This takes you back out to the 

; Escape Train Room. 

Use the Platform Key on the 
metal doors to your left and enter the 
Plug Room. There is another Item 
Box here if you need it. Cross the 
bridge to the other side of the 
room and activate the control 
panel. You will now be able to get the Joint S Plug and 
Joint N Plug. Grab them and go through the other door 
in that area. 


Tyrant Room 

You will see a generator in this room, but it is missing 
the necessary plugs to operate. Use the plugs that you 
found on the control panel and power will be redirect- 
ed to your Train. Unfortunately, this also triggers the 
Tyrant's appearance, so you will now have to fight him 
for the final time. He is extremely fast, and there is no 
real easy way to dodge him. Just make sure you have 
a lot of health. 

The best strategy is to shoot him with a couple of 
Shotgun Shells, then run away from him. A helpful 
woman will eventually emerge from the shadows and 
throw you a Rocket Launcher. Quickly grab it and fire 
at the Tyrant. One shot is all it takes, but just remem- 
ber you only have two rockets. After you have 
destroyed him for real, return to the Escape Train 
Room and activate the control panel at the front end of 
the platform. This will open the gates that are current- 
ly blocking the train's route. Now reboard the train and 
go to the Engine Car Control Room. 


Engine Car Control Room 

Power up the train by activating the big handle at the 
center of the main console. Some FMV segments will 
then take place, and you will regain control of Leon. 
Proceed to Train Car 2 again and walk forward until the 
last boss appears. This monstrosity can cause you 
quite a bit of damage. As soon as you get a chance, let 
him have it with any weapons you have left—the 
Magnum and the Modified Shotgun work best. This 
thing is actually not that difficult to take out. As soon as 
you have finished it off, go back to Train Car 1 and 
watch the final sequence to the game. That's all folks— 
you have just finished Leon's B game! 
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items list 22 


WEAPONS 


LB=Found in Leon's “B” game. 
CB=Found in Claire's “B” game. 


Custom Hand Gun 
H&K VP70 Burst. 
VP70 with a stock 
holster. Capable of 
firing three round 
auto bursts. 


*You get the Custom Hand Gun by combining the 
Hand Gun and the Hand Gun Parts. 


Shotgun 
Remington M1 100- 
P Uses 12 gauge 
rounds. Smaller than 
a standard M1 100 
because its barrel 

is cut. 

LB: City Area (Part 1), Room 2, Police Station 2F, Room 3 


Custom Shotgun 
Remington M1 100. 
M1 100 full size 
semi-automatic. 
The longer barrel 
results in more con- 
centrated blasts. 
*You get the Custom Shotgun by combining the 
Shotgun and the Shotgun Parts 


Knife 
A combat knife. It is 
useful... 


*You start with the Knife. 


Magnum 

Desert Eagle 50A.E. 
A high-caliber mag- 
num pistol. It uses 
powerful DOTS0A. 
E. rounds. Made by 
IMI, Israel. 

LB: Police Station 
1F, Room 18 
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Custom Magnum 
D.E.50A.E. 10. inch. 
10 inch barrel is put 
on to D.E.SOA.E. It 
can fire the rounds 
more powerfully, 


*You get the Custom Magnum by combining the 
Magnum and the Magnum Parts. 


Sub Machine Gun 
MAC11. — Manu- 
factured by Military 
Armament Corp. Its 
ammunition is DOT 
380 rounds. 


LB: Police Station B1, Room 8 
CB: Police Station B1, Room 8 


Hand Gun 

H&K VP70. Manu- 
factured by H&K, 
Germany. Standard 
gun uses 9mm 
parabelum rounds. 

*You start with the 
Hand Gun 


Bow Gun 
A powerful bow 
gun primarily used 
to hunt large game. 
CB: City Area (Part 
1), Room 2 


Grenade Launcher 
M79 Grenade 
Launcher. Various 
founds can be 
used. The cut stock 
causes more recoil. 
Made in the U.S.A. 


CB: Police Station 2F Room 3 


Spark Shot 

High voltage gun to 
repel experimental 
animals. It uses 
Spark Shot rounds 
and has a range of 


10 feet. 
CB: Vacant Factory B1, Room 3 


Flamethrower 
Chemical fuel 
flamethrower 
made by 
Umbrella Inc. The 
fuel is fed from a 
small cartridge. 
LB: Laboratory B4, Room 7 


WEAPON PARTS 


Hand Gun Parts 
They look like 
parts for a gun. 
LB: Police Station 
2F, Room 4 


Shotgun Parts 
They look like parts 
for a shotgun. 

LB: Vacant Factory 
B1, Room 3 


Magnum Parts 
They look like 
parts for a mag- 
num pistol. 

LB: Laboratory B5, 
Room 5 


AMMUNITION 


Hand Gun Bullets 
9x19 parabelum 
rounds that can be 
used for either the 
H&K VP70 or 
Browning HP. 


“Available in all games. 
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Shotgun Shells 


the Remington M1 
100 series. 


“Available only for Leon. 


Magnum Bullets 
DOTSOA.E. rounds. 
Magnum rounds 
for the Desert 
Eagle. 


*Available only for Leon. 


Bow Gun Bolts 


that can be used 
with a bow gun. 


Claire 


Acid Rounds 
Grenade Acid 
Rounds. For the 
M79 Grenade 
Launcher. 


*Only available for Claire 


Grenade Rounds 


Launcher. 


*Only available for Claire 


Flame Rounds 


Rounds. For the 
M79 Grenade 
Launcher. 


*Only available for Claire 


Lighter 

An oil lighter. 
LB: Start with it 
CB: Police Station 
2F, Room 7 


Shotgun Shells for : 


Compact iron bolts 


*Only available for i 


Grenade-bearing : 
rounds. Used for : 
M79 —s Grenade: 


Grenade Flame : 


Valve Handle 

| can open/close 
the valves. LB: City 
Area (Pt. 2), 

Room 2 

CB: City Area 
(Part Two), 

Room 2 


Joint N Plug 

High power plug. Used 
to activate large genera- 
tors. 

LB: Escape Train Area, 
Room 4 

CB: Escape Train Area, Room 4 


Joint S$ Plug 

High power plug. 
Used to activate 
large generators. 
LB: Escape Train 
Area, Room 4 

CB: Escape Train 
Area, Room 4 


King Plug 

A plug of some sort 
in the shape of 

a king. 

LB: Police Station 
2F, Room 12 


Bishop Plug 

A plug of some 
sort in the shape of 
a bishop. 

LB: Police Station 
2F, Room 5 


Knight Plug 
Aplug of some sort 
in a shape of 

a knight. 

LB: Police Station 
3F, Room 2 


Rook Plug 

A plug of some sort 
in the shape of 

a rook. 

LB: Police Station iF 
Room 15 


Crank (name 
changes to 
“Square Crank” 
after you view it) 
The end is square- 
shaped. 


LB: Police Station 1F Room 12 
CB: Police Station 1F, Room 12 


Unicorn Medal 

Something is en- 
graved on the back. 
“Please guide me 
to the beautiful 
maiden who turned 
into stone as she 
Waited for me.” 


LB: Police Station 2F, Room 3 
CB: Police Station 2F, Room 3 


Golden Cogwheel 
It's gold-plated. It 
looks like a large 
clock cog. 

LB: Police Station 
1F, Room 19 

CB: Police Station 
1F, Room 19 


Red Jewel 1— 
(name changes to 
“Virgin Heart” 
after you view it) 
A blood-red jewel 
the size of a fist. 
LB: Police Station 
2F, Room 1 

CB: Police Station 2F Room 1 


Red Jewel 2—({name changes to “Virgin Heart” 
after you view it) 
A blood-red jewel 
the size of a fist. 
LB: Police Station 
1F, Room 6 

CB: Police Station 
1F, Room 6 


Side Pack 

No description 
given—tThis item 
gives you two 
more spots to 
use for carrying 
inventory. 


LB: Police Station B1, Room 8 
CB: Police Station B1, Room 8 


ah Astana att tau at salon er aonseoaama ccasue: ~ 


Main Fuse Blue Stone 1 


Ink Ribbon You can restore Half of an animal is 
You can type in your power to the lab etched on the stone 
progress with this. with this. fragment. 
LB: Laboratory CB: Police Station 
B4, Room 5 2F Room 12 
CB: Laboratory 
B4, Room 5 
* Available in all games 
Blue Stone 2 
Plastic Bomb Half of an animal is 


Enough C4 to etched on the 


Film A clear a wall, but it stone fragment. 
Can't tell what's on needs a detonator. CB: Police Station 
the film until you CB: Police Sta- 3F Room 2 
develop it. tion 1F, Room 16 
LB: Police Station 
1F, Room 16 
CB: Police Station 
1F, Room 16 Jaguar Stone 
A six-inch stone 
Detonator with a jaguar 
It's a charge deto- etched on it. 
nator. It's useless 
by itself. 
Film B CB: Police 
Can't tell what's on Station 1F, *You get this by combining the two Blue Stones. 
the film until you Room 2 
develop it. 
LB: Police Station Eagle Stone 
1F Room 19 A six-inch stone 
CB: Police Station Bomb & with an eagle 
1F Room 19 Detonator etched on it. 
You can clear the CB: Police Station 
wreckage away 1F, Room 15 
with this. 
Wolf Medal 
A wolf is etched. 
LB: Sewer B2, *You make the Bomb & Detonator by combining the 
Room 3 Bomb with the Detonator. 
CB: Sewer B2, 
Room 7 
Green Herb 
Lockpick Special healing 
A lockpick, You can herbs that grow in 
unlock simple the Raccoon City 
Eagle Medal locks with this. region. 
An eagle is 
etched, 
LB: Sewer B1, 
Room 4 *You start both of Claire's games with this. Leon 
CB: Sewer B1, never gets It. 
Room 4 Blue Herb 
Special healing 
Serpent Stone herbs that grow in 
A six-inch stone the Raccoon City 
Fuse Case with a snake etch- 


Region. 


A case for indus- ing on the side. 


trial fuses. It's CB: Police 
been designed to Station 2F, *Available in all games. 
hold — supercon- Room 5 


ductor fuses. 
LB: Laboratory 
B4, Room 5 


Red Herb 

Special healing 
herbs that grow in 
the Raccoon City 
region. 


CB: Laboratory B4, Room 5 
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Mixed Herb Power Room Key Small Key 2 


A mixture of two It looks unique. It looks like the key 
green herbs. Accesses the toa desk. 
power room. LB: Police Station 
LB: Laboratory B5, 1F Room 14 
Room 5 
CB: Laboratory B5, 
*Available in all games. Room 5 
Small Key 3 
First Aid Spray Precinct It looks like the 
This will complete- (Diamond) Key key to a desk, 
ly restore your It's in the shape of LB: Sewer B2, 
Vitality. a diamond. Room 3 
LB: Police Station 
2F, Room 12 
CB: Police Station 
*Avallable in all games. 2F, Room 12 
Blue Card Key 
A plastic card. It 
Precinct reads: Hole 1F 
(Heart) Key Electronic lock. 
Cabin Key It’s in the shape of LB: Police Sta- 
Accesses _ the a heart. tion 1F, Room 2 
cabin in the rear. LB: Police Station CB: Police Sta- 
LB: City Area (Part 1F Room 2 tion 1F, Room 2 
la), Room 2 B: Police Station 
CB: City Area (Part 2F, Room 13 
1a), Room 2 
Red Card Key 
Precinct A plastic card. It 
Control (Club) Key reads: Weapon 
Panel Key It's in the shape of Storage. 
A control panel a club. LB: Police Station 
key. The letter “U” LB: Sewage Dis- B1, Room 7 
is etched. posal, Room 7 CB: Police Sta- 
LB: Vacant Factory CB: Sewage Dis- tion B1,Room 7 
1F Room 4 posal, Room 7 
Weapon 
Master Key Precinct Box Key 
Looks very (Spade) Key An odd-shaped 
important. It's in the shape of key. Umbrella’s 
LB: Laboratory B1, a club. logo is on the key 
Room 5 LB: Police Station ring... 
CB: Laboratory 1F, Room 1 LB: Vacant Fact- 
B4, Room 3 CB: Police Station ory B1, Room 2 
1F Room 1 CB: Vacant Factory B1, Room 2 
Platform Key 
Hurry and get that Small Key 1 
train operational! The key to a desk. Lab Card Key 
LB: Escape Train LB: Police It looks like a 
Area, Room 3 Station 2F, card key for lab 
CB: Escape Train Room 7 access. 
Area, Room 3 LB: Laboratory 
B5, Room 5 
CB: Laboratory 
B5, Room 5 


i nag pla oetiind emia cae i cgi aac Seca, as 


All Weapons 

To get all of the game's weapons right from the start, 
just follow these simple steps. Start anew game from 
the first level. From the starting point, go forward to 
the first door that opens and kill the two aliens inside. 
Once that is done and you're inside the room, press 
the following button combination: L1 + L2 + R1 + R2 
+C. Ared light will confirm correct entry. Now you can 
put all those cool weapons to good use. Look for more 
Shadow Master Codes next month! 


Bonus Level 

| Even insane bicycle messengers need some time off to 
practice their jumps! Enter the following code to play a 
hidden bonus level where you can ride around without 
any traffic and improve your jumping skills on some 
scattered ramps. Simply press L1 + R2 at the neigh- 
borhood select screen and you'll go directly to the 

' bonus level. 


4 Press L1 + R2 on this screen to access the hid- 
den bonus level. 


Houser St. / 


4 There isn’t all that much to do, but at least you 
can work on some of your skills. 


Easy Select 

This is really more of a time-saving trick than an actu- 
al code or cheat. We weren't even going to bother 
printing it, but we actually wound up using it all the 
time! When selecting your course in any mode, 
board, or character, press and hold R1. Then press 
or * to change the selection without actually 
entering the menu option. 


Shoot Purple Balls 


This code actually turns this racing sim into a car combat game! During a race, pause the game and enter Race 
Statistics. Then press R1 + R2 + L1 + L2. You will hear the engine rev if you were successful. Now hit A to 


shoot purple balls at your helpless opponents. 


eff. i 

Dale fornhardt, 

Kenny Wallace 

Mark Martin 

Bill Elliott 

John Andretti 

Hot Stricklin 

Jeremy Mayfield 
RACE STATISTICS for Atlanta 


29999999999999 


4 After pausing the game, go to Race Statistics and 
enter the code. Now unpause the game and take out 
your competition! 


spur 
TIME 


80:18:66 


4 Use / to hit the other cars with your purple balls 
and make them spin out. Try the code in a two-player 
game for some real competition. 


Unlimited Shields 

Your shields will normally regenerate over time during 
gameplay. However, occasionally you will get into 
some pretty thick firefights, and your shields won't be 
able to regenerate fast enough. To combat this, we've 
uncovered an unlimited shields code. At the Mission 
Briefing screen, press and hold L1 + R2 + 0, then 
press . You will hear a noise when you are success- 
ful. Unfortunately, the game will know you are cheat- 
ing and prevent you from continuing on to the next 
mission when you complete the one you're playing. To 
go on to the next mission, simply use the level pass- 
words from issue six. 


Enter the 
code on this 
screen. You 
will hear a 
sound when 
it’s entered 
correctly. 


ORPORATION (s_70 
eenrath eral sae 
THE Lal 


you, and 
your shields 
will never 
go down. 


All Level Password 

The following password lets you play any mission in 
the entire game. At the password screen, enter 
TTTTTTTTTTTTGP. 


Enter Password 


er TO CONFIRGM 
TO CANCEL 


oS oS os os es 

os es os 

OS oes os es ons os 
coy ta eine 


PRESS UXt TO CONFIRM 
PRESS tht TO CANCEL 


4 ...Then just pick any mission from the game and start 
blowing things up! Ain’t cheating great? 
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Red Asphalt 

Cheats 

You earn each of the following codes legitimately by 
beating the game with one of the characters. Each 
character will reveal a new code. But Code Junkies is 
all about cheating, so 
we've listed all the 
codes for you! Now 
you don't have to fin- 
ish the game to cheat. 


~ Enter the Infinite 
Turbos, Invincibility, 
and Infinite Weap- 
‘ons codes on the in- 
game pause screen. 


Infinite Turbos 
During gameplay, pause the game and enter the fol- 
lowing button combination: hold R1 + R2, then press 


+, ¢, 4, +, 4,0, ©, X. You will hear a sound after 
entering the code properly. 


Infinite Weapons 

During gameplay, pause the game and enter the fol- 
lowing button combination: Hold R1 + R2, then press 
9%, %, ¢€, + 0, A, ©, X. You will hear a sound after 
entering the code properly. 


Invincibility 

Pause the game during gameplay and enter the fol 
lowing button combination: Hold R1 + R2 then press 
+, 4, +, 0, 0, ©. You will hear a sound after entering 
the code correctly. 


Big Cars 


Enter the 
Big Cars, Boss 
Cars, and 
Unlimited 
Cash codes at 
the Main 
Menu screen. 


At the Main Menu, press and hold R2 + L2, then press 
*, ¢, #, ©, O, ©. A sound will confirm successful 
code entry. 


Boss Cars 
At the Main Menu, press and hold L2, then press ¢, 
+, +, # 0, ©, X, A. A sound will confirm successful 
code entry. 


mean car 
to take 
into battle. 


Unlimited Cash 

At the Main Menu, press and hold L2 + R2, then press 
#, «4, + 0, 0, ©, O.A sound will confirm suc- 
cessful code entry, but your cash will not visibly 
increase. However, it will not decrease as you pur- 
chase cars and upgrades. Now you can be the big 
spender you've always dreamed of being! 
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Need For Speed: V-Rally 

Cheat Mode 

Several codes are out there for the PAL version of V- 
Rally, but these are the first of the codes for the U.S. 
version. First, you need to get the Cheat Mode to 
appear. When you boot up the game, quickly press *, 
+, \+0on the white intro-screen as the Infogrames 
logo appears. When done correctly, the words “Lock 
Off” will appear. This will open up all the tracks. After 
this message appears, you can enter any of the fol- 
lowing codes. Continue to hold the buttons until the 
game goes to the next screen; you will see a mes- 
sage indicating that the cheat has been activated. 


4 You have to be 
quick and precise to 
get the codes to 
work. Try entering 
them more than once, 
as it will take some 


~- chee 
INFOGRAMES } though, they really 


No Time Limit: + + L1 

Narrow Tracks: ¢ + 2 

Restart in Arcade Mode: ¢ + R2 
Debug Mode: +, + 
Time Off, 

Narrow On: L1 


» The debug code is 
totally useless unless 
you enjoy having 
coordinates in the cor- 
ner of the screen. 


Street Fighter EX Plus Alpha 

Hidden Taunts 

We've uncovered a couple hidden taunts for those of 
you who are complete SFEX Plus Alpha freaks. 
Simply enter the following button combinations dur- 
ing gameplay when you're playing as one of the fol- 
lowing characters: 


Skull Taunt: +, +, 
+ # + Punch 
Dhalsim Taunt: >, 
#, ¢ + Kick 


» Skullomania will 
just stand there and 
make all kinds of 
insulting remarks. 


See Total Hits 

After you have been defeated by an opponent in 
Survival Mode, you can press SELECT in the summa- 
fy screen to see the total hits for the survival rounds. 


» The code is simple 
and not really that big 
of a deal, but we're 
sure some of you care 
about how many hits 
you connected during 
the Survival Mode. 


Let CPU Control a Round in Team Battle 

If you want to let the computer control your character 
during one of the rounds in a Team Battle, press and 
hold L2 and SELECT during the loading screen before 
the round begins. 


eed a little extra help on a game? Then call the 
N fee who made it. For your convenience, 
we've gathered the following list of tip lines for 
PlayStation game publishers. Most of the numbers are 
900 toll calls, so be warned—they will cost you. If you 
are under 18, you should get permission from whoever 
pays the phone bill before calling. Also, we don’t main- 
tain these lines, so we aren't responsible for the infor- 
mation available on them. 


Acclaim (516) 759-7800 
Accolade (900) 454-HINT 
Activision (900) 680-HINT 
American Technos (408) 453-9828 
ASC Games (203) 655-0032 
Ascii (900) 288-2724 
Atlus Software (714) 852-2351 
Bandai (310) 926-0947 
BMG (415) 330-0600 
Capcom (900) 680-2583 
Crystal Dynamics (900) 737-4767 
Data East (900) 454-5435 
Eidos (900) 773-4367 
Electronic Arts (900) 288-4468 
Fox Interactive (900) 225-5436 
GT Interactive (970) 522-1797 
Hot-B (415) 568-9501 
Interplay (714) 553-6655 
Jaleco (847) 215-1811 
KOEI (415) 348-0500 
Kokopeli (900) 370-HINT 
Konami (900) 896-4468 
Lucas Arts (415) 507-4545 
Maxis (510) 933-5630 
Microprose (410) 771-1151 
Midway/Williams (903) 874-5092 
Mindscape (900) 737-4468 
Namco (900) 737-2262 
Ocean (408) 289-1200 
Playmates (714) 428-2112 
Psygnosis (900) 976-4468 
Ready Soft (905) 475-4801 
SCEA (900) 933-7669 
Sierra (900) 370-5583 
Spectrum Holobyte (800) 695-GAME 
Strategic Simulations (408) 737-6800 
Technos (408) 453-9828 
Tecmo (310) 787-2900 
THO (900) 370-HINT 
Time Warner (408) 473-9495 
Trimark (310) 392-3243 
Ubi Soft (800) UBI-SOFT 
US Gold (900) 288-GAME 
Viacom (303) 739-4019 
Virgin (900) 288-4744 
VR Sports (714) 955-9592 


APRIL 
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Maximum Force 

The Secret Areas 

Maximum Force has several secret areas, basically 
bonus target games, where you can earn extra points. 
You open the secret areas by shooting specific objects 
during the course of the game. The PlayStation version 
has the areas from the original arcade game as well as 
some new ones. You can open the PlayStation secret 
areas during normal gameplay. To open the secret 
areas from the arcade version, you must first enter a 
code—at the Main Menu press SELECT, START, 
SELECT, SELECT, START, SELECT, SELECT, SELECT, 
START, SELECT, SELECT, SELECT, SELECT, START. 
Arcade mode will flash on the screen when you have 
entered it correctly. Now, here are the objects you 
must shoot in order to enter all the secret areas: 


Wyte ee 


. : i 7 es 
ARCADE MODE 
‘UNLOCKED: 


o Me . 


4 You will get this flashing message on the Main Menu 
when the code is entered correctly. 


Mission 1, Regular Mode 

Bachelor Pad: Shoot the 10 silver gas cans. 

Spin Room: Shoot the six faces on the boxes at the 
back of the boat. 

Shark Room: Shoot the one mine on your right after 
going underwater. 


Mission 1, Arcade Mode 

Sub Room: Shoot three underwater barrels. 

Pool Party: Shoot everything in the decompression 
tank (lights, hatches, vents—eight objects). 

Head Room: Shoot two water towers and one satel- 
lite tower. 

Car Race: Shoot eight lights on both sides of the tun- 
nel going underground. 


Load Runner 
Level Skip 


Star Room: Shoot six nuclear missiles underground 
as you encounter them. 

Chicken Fry: Shoot five extinguishers. 

Ledge Room: Shoot all yellow lights on the miniature 
forklifts and tractors found underground. 


A The Shark Room is just one of many hidden bonus 
games you can play when you shoot the right objects 
during the game. 


Carnival: Shoot two lights behind handkerchief guy. 
Rock Room: Shoot eight radioactive cases as you 
come across them. 

Star Room: Shoot 15 wall lights. 


Mission 2, Regular Mode 

Carnival: Shoot six signs on the gazebo. 
Bone Daddy: Shoot the six left-most win 
the gazebo. 

Bachelor Pad: Shoot three lights on the bank (on the 
right side). 
Car Race: Take out all shootables on the left car (pro- 
gressively from beginning of level). 
Chicken Fry: Shoot four random street lamps. 


lows behind 


Mission 2, Arcade Mode 
Compubrick: Shoot six large pictures in the bank. 
Pain In The Glass: Shoot nine potted plants in the 
teller's window. 

Lollibot: Shoot nine cylindrical ash trays ( 
ly throughout the level). 

Vault Room: Shoot 15 security cameras. 
Chicken Fry: Shoot all the elevator buttons. 

Vault Room: Shoot all the elevator buttons except for 
the red one. 

Star Room: Destroy the chopper on the roof. 


rogressive- 


Head Room: Shoot the Peeker in the AC units on 
the roof. 
Duck Lake: Shoot nine spinning vents on the roof. 


Mission 3, Regular Mode 

Carnival: Shoot six hidden barrels in the jungle (in the 
first scene). 

Bachelor Pad: Shoot six papers on the bulletin board 
in the hut. 

Pain In The Glass: Shoot five bottles on top of the 
port-o-potties. 


Mission 3, Arcade Mode 

Rock Room: Shoot all the tires in front of the 
crashed plane. 

Lollobot: Shoot the two smiley face fog light covers of 
the crashing jeep. 


4 Shoot the right-most mine when you go underwater, 
and presto! A hidden bonus game! 


Clown Room: Shoot four dishes on the communica- 
tion tower. 

Star Room: Shoot three wheels on the truck going the 
same way as your ATV. 

Board Room: Shoot the light above the door to the 
laboratory. 

Clown Room: Shoot eight boxes on the conveyor belt 
(progressively through the level). 

Mesa Logie: Shoot five blue barrels in the lab. 

Head Room: Shoot four beakers on the first table. 
Carnival: Shoot two headlights on the big truck. 
Horse Race: Shoot eight mushroom vents found in 
the last tunnel. 

Bachelor Pad: Shoot one rat on the left bend heading 
the same way as you (rat in middle of wall). 


If you bought Lode Runner, it must have been for the classic 
gameplay, not the graphics. Use the following codes to skip 
around through the hundreds of levels. Enter the codes dur- 
ing gameplay (do not pause). 

Skip to next level: R2 + © 

Back to previous level: R2 + 

Skip ahead 15 levels: R2 + 

Back 15 levels: R2 + X 


Extra Lives 

You can essentially play forever with the following trick for 
extra lives. Pause the game by pressing START, then press 
SELECT + A and your lives will increase. Repeat as needed. 


4 The level skip lets you hop around between all of 
the game’s levels with ease. 


& You can continue to enter the extra lives code as 
much as you want, but we stopped at 51 lives. 


| Cove Jiinfbes 


el mm fe fs A eS ry oe | | = iy = Note: You must have the Game Shark peripheral 
from Interact Accessories to use these codes. 


BEAST WARS 801127440001 ONE 
Start Button For Health Restore............ d00d4e3c0020 801127460001 _ Infinite Lives. ..8010ba8c0005 
800d33dc1518 801127480001 Infinite Amm 801 0ac3cffft 

801127440001 8010b6d8ffff 
BRAVO AIR RACE 8011274c0001 
Infinite Time eeceer. c-means 801de69c1693 801127420001 PARAPPA THE RAPPER 

801127500001 — Always Rap Coo ...ssssscccsssssssscssssseeseee 801¢368e0000 
BUGRIDERS 801127520001 Always Score 999 POINES ......:sccenen 801¢367003e7 
Infiniteslimeiscacscssse cee esceek 800c84d40015 801127540001 

SPAWN 

COURIER CRISIS GOLDEN NUGGET infinite Health .. 80070500860 
Infinite Mme as siietcscces escsionlas 800a16740000 _Infinite Cash... d000857c00ff Low Enemy Healt 007#1 600000 


800a16a40000 801 e26a2ffff R1 Power Drain... ..d007f1440008 
800a183a0000 8007f1600000 
800a9eec0000 ~~ LOST WORLD JURASSIC PARK Bed 
800aa6d80000 —- 23 LIVES... sessssessesssssssnsseesetseteeeeseeeeeeeee 80015fe40000 STAR WARS: MASTERS OF TERAS KASI 
800aa7380000 80015fe60000 —_ Infinite Health P1. .800ac2741000 
800aa73c0000 Infinite Health P2 .. .800ac28c1000 
Infinite Health ...cccaecseusneassesen 800212200000 MAXIMUM FORCE Low Health P1. 800ac2740000 


800a14e80000 _Infinite Credits P1.. 
800a17a40000 _Infinite Credits P2 


Low Health P2. 
Extra Character: 


00ac28c0000 
00befbeffff 


800217260000 _ Infinite Health P1 Full Power P1 .. 00ac278ttff 
lnfinttelGashinenomete ene cecnrae 800ad1 b4tfft Infinite Health P2... Full Power P: 00ac290Ffff 
No Power P1 00ac2780000 
DRAGON BALL GT NBA FASTBREAK ‘98 No Power P2... 800ac2900000 
Infinite Health P2. .800728bc0188 Home Team Score 0 800eb2300000 Press Select For Jedi Mind Trick P1 .....d00802c40100 
Infinite Power P2. .800728be00c4 Home Team Scores 150 800eb2300096 800ac28c0000 
No Health P1 ... 800728400000 | Away Team Scores 150 800eb2340096 


No Power P1... .800728420000 | Away Team Score 0... 800eb2340000 TIME CRISIS 

No Health P2... .800728bc0000 _Infinite Creation Point 01688000162 — Low Course Time .asscsssssscecssssneenseied 800b1dbc0010 

No Power P2... .800728be0000 800b1df80010 
NBA LIVE '98 

FELONY 11-79 Away Team Score 0... 8007f5780000 TOMB RAIDER 2 


.8009ae640000 | Home Team Score 0. 
.800a34180001 Away Team Score 150 
801 ffafc02be Home Team Score 150. 


800761140000 Infinite Flares .....ccsccsesesscesseinesneed 80088aae000a 
80075780096 


..8007e1140096 TREASURES OF THE DEEP 


Infinite Damage 
Infinite Time 


8009acf00001 : linfinite@ashiecs acters. omens ten 800406c20fff 
Invisible Vehicle .....socoeesesneserenrnsee 800a2ddc9b47 + NCAA FOOTBALL ‘98 
800a2dec59e2 Infinite Creation POINtS 1... d00dfde00032 TRIPLE PLAY ‘98 
SCOre O)POINS c.cdetccinsnseesees 8009ae080000 800dfddc0000 Infinite Creation Points ..........ceeed 800604b80000 
8009ae0a0000 Infinite Creation Points 2............csese .d00dfde00032 
Score MilliONS .....sessstsssseseseinsseeed 8009ae080000 aged 800dfdde0000 = VR FOOTBALL ‘98 
8009ae0a00ff Infinite Creation POINts 3.......s.cccesse .d00dfde00032 Home Team Scores 0. -800c602e0000 
Home Team Scores 99... .800c602e0063 
GHOST IN THE SHELL Infinite Creation Points 4 
Have All MOVi@S ....ssccssssssesessseseenee 801127360001 800e1a663402 YS. 
801127380001 : Infinite Health PA .....cccsessseseneesseenee 801435A4012C 
801127320001 NCAA GAMEBREAKER ‘98 Low Health P1 801435240000 


8011273c0001 Away Team Scores 0 
8011273e0001 | Home Team Scores 0 
801127400001 Away Team Scores 99 
801127420001 | Home Team Scores 99. 


8010206c0000 Infinite Health P2. 
801020680000 — Low Health P2 
8010206c0063 
801020680063 


0144a1c012c 
.80144a1c0000 


Armored Core 

Change the Wallpaper : 
This cool little trick will take any 
emblem design you create and paste ! | | “4 
it as wallpaper behind all the menu a E ‘ i xP SSTO Nx! 
screens. Choose Garage from the } ; fare 

Main Menu, then choose Edit 
Emblem and create a new design. 
When you are done, press L1 + R1 + 
SELECT. Your design will become 
the new wallpaper. 


<8 


| ULC UIE yyy 
ree | 
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Cope Jinks 


Grand Theft Auto 
Password Cheats 

What criminals out there wouldn't cheat if they had the 
opportunity? Not many, to be sure. To help you along 
with your criminal career, we've pulled together all the 
password cheats for GTA. At the player select screen, 
press (1 to change the player's name. Simply delete 
the name there and re-enter any of the following codes 


When on the 
character select 
screen, press (to 
bring up the name 
entry screen. 


Please enter your namne 
(> ea <a A eel i So el ces 
mnoPQ@RsSTUUWX 


Once you get to this screen, enter any of the codes. 


GROOVY—All weapons, infinite ammo, get out of jail 
key, armor 

WEYHEY—9999990 points (level complete) 
BLOWME—Coordinates 

EATTHIS—Max for level of choice 

FECK—Liberty City parts 1 and 2 

TVTAN—San Andreas and Liberty City parts 1 and 2 
URGE—AlI cities parts 1 and 2 except Vice City, part 1 
CAPRICE—Level select 

CHUFF—No police 

TURF—All cities 

MADEMAN—All weapons, infinite ammo, level 
select, get out of jail key, armor 

THESHIT—A|l weapons, infinite ammo, level select, 
get out of jail key, armor, 99 lives. 

BSTARD—All weapons, infinite ammo, level select, 
get out of jail key, armor, 99 lives, coordinates, max for 
level of choice 


Felony 11-79 

Access All the Cars! 

We've finally uncovered the code that will open up all 
the hidden cars without actually playing through the 
game! Now you can use the tank, RC car, Formula 1 
car, or any other car hidden in the game by entering a 
single code. At the Mode Select screen, press and 
hold A using controller two. Quickly press R1 + L2 + 
R2, release them (while still holding A), and then press 
R2, L2, R1. You will hear a boom after you enter the 
code correctly. 


Enter the code on this screen using controller two. 


Options 


Match(Wengthy = 
T 


WCW Nitro 

Hidden Characters 

Hidden inside this wrestling game are 48 extra char- 
acters! With this code, you're going to be able to 
play some of the weirdest wrestling matches in his- 
tory. And that's saying a lot considering how weird 
wrestling is to begin with. First, choose Options 
from the Main Menu. While on the Options screen, 
press R1, R1, R1, R1, L1, L1, L1, L1, R2, R2, R2, R2, 
L2, L2, L2, L2, SELECT. It will sound like an audio 
tape is fast-forwarding when you enter the code Enter the code here to access the hidden characters. You 
correctly. A big thanks to Dave Bloomfield from San will hear a sound like a tape fast forwarding once you 
Jose, CA for this awesome code. enter it correctly. 


Hidden wrestlers, some referees, managers, announcers, an alien, a snowman, Santa Claus, and even a dinosaur—all 
are now playable. You can even play as the games designers. 


me on any 
rd and 
choose any car! 


Even More Cheats 

Last month we printed a whole slew of codes for this 
party racer. We hope you're ready for another dose! 
Enter any of these codes after entering the following 
master code on the pause screen. Pause the game, 
then press 0, t, +, +, 0, O, O, A, X, START. Now 
you can enter any combination of the codes during 
gameplay (do not pause): 


Finish and win the game: SELECT + X 
Change viewpoint: SELECT + , +, ¢, + 
Change viewpoint 2: SELECT + L2, R2 

Let computer control your car: SELECT +0 


4 First, pause 


the game to 
enter the mas- 
ter code... 

BY 

me 

PAUSED 


» ..Then enter 
any of the 
codes during 
gameplay. This 
is an example 
of one of the 
new viewpoints. 


The First Few Codes 


Multi-Player Cheats 

These codes only work in multiplayer games. They're 
great for customizing your Micro Machines sessions 
when your friends come over. You enter each of the 
codes when you're asked to enter a name while 
choosing a character. After entering the cheat, the 
cheat name will disappear and you will be able to enter 
anew cheat or any name. Start your multiplayer game 
to see the results of entering the cheats. 


Disable tank weapon: NOTANKS 

Select tanks in all tracks (except in water): 
TANKS4ME 

Slippery road: WINTERY 


me < Enter the mul- 
8 tiplayer pass- 
words on this 
screen when 
you’re selecting 
your character. 


wav 1 oF 2 


‘ene 


HNO? OR STS 


> Enter the 
password 
TANKS4ME and 
you will be 
able race tanks 
on any level 
besides the 
water tracks. 


CHEESEY JEMPS 


The codes are finally starting to trickle out for this game, as Singletrack has been very stingy about when and 
what codes are to be released. The company apparently learned its lesson from Warhawk. When that game was 
teleased, so were all the games codes—which in effect killed the game before it ever got a good chance to leave 


B omoonn 


Drop Pods 

This code is actually more useful than the infinite 
weapons code. When entered, all the baddies in the 
game will drop their pods, allowing you another 
chance to go pick them up. During gameplay press L1, 
Ri, L1, Ri, *, +, €, *. You have to be quick when 
entering it. You will get a message when you've 
entered it correctly. 


> You will get this message when the drop pods code has 
been entered correctly. Now go around and swoop up all 
those dropped pods! 
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the store shelves. People were renting it and using 
the codes to beat the entire game in about twen- 
ty minutes! Not this time... 


Infinite Weapons 

First, empty all your weapons. Next, during game- 
play press L1, R1, L1, R1, *, +, #, *—you have 
to be quick when entering it. You will know you 
entered it correctly when you get 99 of every 
weapon in your inventory. 


< Once the infinite weapons code has been entered 
8 you will never run out of ammo, and you'll have 
your choice of weapons when faced with a baddie. 


Armor Pod Dropped 


Unlock All the Tracks 

There's no disputing that this game is tough. As a mat- 
ter of fact, we'd be willing to bet that few of you out 
there have even opened up all the tracks. If you have, 
then you rock! For the rest of us, all we have to do is 
enter the complicated “All Tracks” code. This code lets 
you race on all the courses as well as all the tracks from 
the first Jet Moto. 


1. Enter the Options screen. Set the difficulty to Master 
and set the laps to five. Now go to the one player select 
screen and press X with Li'l Dave highlighted. Go back 
to the Title screen. 

2. While on the Title screen press #, +, ¢, %, R2, R1, 
L2, L1 within four seconds. 

3. Go back to the Options screen and select three laps 
per race. 

4. Back on the one player select screen, highlight Wild 
Ride and press X 

5. Go back to the Title screen and press , ¢, +, %, 0, 
R2, ©, L2 in under four seconds. 

6. Go to the Options screen. Select Amateur difficulty 
and turn the turbos off. 

7. Back at the one player select screen, highlight 
Bomber and press X. 

8. Return to the Title screen and press , +, €, %, *, 
+, ¢, % within four seconds. 

9. Back at the Options screen, select Professional diffi- 
culty and turn the turbos on. Return to the Title screen. 
10. Finally, while on the Title screen press R2, R1, L1, 
L2, R2, R1, L1, L2 within four seconds. You're done! 


4 After you enter 
the lengthy code, 
you can start a 
single race and 
all the tracks will 
be opened. Check 
out the Alternate 
Tracks to race on 
the tracks from 
Jet Moto 1! 


Unlock All The Trophys 

You get several bonuses for completing the game with 
each of the different characters. As you do, you will get 
all kinds of new options like unlimited turbo, stunt rac- 
ing, and so on. Here's the easy way to open them: go 
to the trophy case, press and hold L1 + L2 + R1 + R2, 
then press +, %, , , , %, +. 


Race As Enigma 

Jet Moto 2 has at least one hidden character, and he or 
she (it's kind of a mystery, hence the name) is incredi- 
bly fast and difficult to control. The bike is really cool, 
though. At the Options screen select Master difficulty 
and six laps per race, then return to the Title screen. 
Now press ¢, 0, +, A, +, ©, L1, R1 within four sec- 


onds. Enigma is yours to play! 


4 Enigma is fast, 
hard-to-handle, and 
mysterious. “Its” bike 
is pretty sweet, too. 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


Just another night spent cold 
lampin’ with the PSM crew in The 
City. Anybody got a quarter? 


Hey PSM! | just have to say your mag is 
the best on the market!!! | have been 
collecting your mag since the begin- 
ning! | have some questions: 


1. Is there going to be a Resident Evil 
movie? If so, will it be starring the origi- 
nal actors from the game? 

2. Does Konami have any plans to make 
a Castlevania sequel to Symphony of 
the Night? 

3. Now | have a tech question: | have a 
problem with the Memory Card Plus. It 
was working perfectly on my Play- 
Station (which is old) until | put in my 
friend's PlayStation (which is brand- 


us at psm@imaginemedia.com. 


PSM Link-Up, c/o Imagine Media, 150 North 
William Dull, Age 13 


Hill Drive, Brisbane, CA 94005. Or you can e- 


Wanna hook up with other gamers 
from around the world? Drop us a 
postcard with your name, address, 
favorite genre, your current fave 
games, and your age. Send it to 
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new). Now | can 
only save on one 
page. If | switch 
pages it will 
erase my saved 
progress on the 
previous page. 
I've taken the 
card back to the 
store to get a 
new one a cou- 
ple of times now 
and they still 
won't work. Also, 
the memory card 
now does the 
same thing to all 
my other friends’ 
PlayStations. Can 
you help me? Did 
Sony put a bug in 
its new model 
systems to 
stop the 


2. With Castlevania: Symphony of 
the Night being such a success, it 
would clearly be in Konami's best 
interest to continue the saga—but no 
such plans have been announced, 

3. Now onto your memory card prob- 
lems. Multi-page memory cards have 
always been unreliable. Since all 
memory cards besides Sony's are 
unlicensed, third-party companies 
don't have the “official” specs. As a 
result, all cards from such companies 
have been reverse-engineered from 
the original Sony card. Some actual- 
ly work fairly well, such as the Mad 
Catz 15-block memory card, but 
multi-page cards or cards with more 
than 15 blocks almost never work 
correctly or consistently. My advice is 
to stay clear of them altogether and 
just rely on the official Sony cards. 


| am writing this to discuss the tremen- 
dous business savvy Sony has been 
displaying to its gaming public. 
Unlike the manner in which 
past gaming giants have han- 
dled rampant speculation on 
subjects like new entrants 
) into the hardware wars, add- 


the unlicensed Memory 
Card Plus? 


Ryan Ammerman 


Cyrax6@hot . on peripherals, and sequel sys- 

mail.com ay # tems, Sony hasn't twitched in the 
slightest to all the rumors flooding 

b> NOAH: Even Web-zines and print publications. 


Many times when a corpo- 
ation makes a public statement 
 Tegarding such matters, it is a clear 
indication that (1) they have serious 
concerns about their position in the 


though you're gushing, 
Ryan, I'll still answer your 
questions: 

1. Yes. However, no 
announcement has been 
made on who will star in 
it. Who do you think 
would be good? 


4 Plans for the Resident Evil movie are 
still underway, Ryan. Do you have any 
ideas as to who should be cast in it? 


Jesse Johnson, age 14 


Favorite Game 
Favorite Games: 


marketplace, or (2) they are concerned 
about the public's perception of the 
rumor, and how it will ultimately affect 
the company’s position. 

Knee-jerk reactions are apparently 
not Sony's thing. We currently have VM 
Labs with its mysterious Project X, 
which claims to be significantly more 
powerful than both Sony PlayStation 
and Nintendo 64, allegedly due out near 
year's end. Then there is the Nintendo 
64DD thing-a-ma-jig that is supposed to 
be some sort of quantum leap for the 
beleaguered N64. And, much rumor and 
speculation is going around about the 
release of the Sega Katana, a 64 Bit CD- 
ROM based system that claims to dis- 
play copious numbers of polygons per 
second. Many people have written let- 
ters regarding PlayStation 2. It seems 
that some gamers are afraid of being 
one-upped by another console. 

Meanwhile, Sony is releasing new 
batches of ground-breaking software 
each and every month. Software that 
some say defies reason...at least in the 
minds of those corporate engineers and 
software developers who made them- 
selves believe that the PlayStation was 
technologically tapped out about eight 
months after the system hit store 
shelves. Well, at least that's what they 
wanted consumers to believe. 

And, through all this criticism, trash 
talk, and promises of bigger, better 
things to come, Sony remains 
quiet...the gentle giant. | love to see sea- 
soned business savvy in action. The 
only time you ever really hear Sony pipe 
up is when one of the other contenders 
tries attacking the veracity of Sony's sell 
Continued on page 88 > 


Mcdonald, age 15 
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Each month, we put the controller down for a moment to focus on a different aspect of PlayStation gaming. We 


invite debate, so please drop us your opinion on this month’s topic at PSIM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put “Pause” as the 


subject heading). We will run the best of your responses here in this section. 


THis Montu’s Topic: 


What Makes a Good Ending? 


hile reading over your responses to our 

first Pause column (“Can A Game Be Too 

Long?” February, 1998), many of you touched on 

how important it is that a game have a good end- 

ing. In fact, you seemed to have so much to say 

about it that we thought it 

would make the perfect topic 
for this month's column. 

If you read our “What Makes 

A Good Game” feature in issue 


‘KA GAME SHOULD END 
WITH AN =XCLAMATION 
MARK, NOT A PERIODS" 


finally beaten the game that you've got to call u 


everyone you know and tell them about it. A 


good ending should do several things. On on 
level, it should have lots of flash—it should b 
spectacular and remarkable in some way, a real 
treat for all the hard work you've put in. O: 
another level, it should serve to bring the game t 
aclose, wrapping up the storyline and addressin: 
any unanswered questions. O1 
top of that, it can include sever. 
al other bonuses such as origi: 
nal artwork or behind-the: 
scenes info. Some ending: 


6, then you already know how 
strongly we feel about videogame endings. A 
game's ending is your ultimate reward for all of 
the time, effort, and passion you've put into play- 
ing. Sure, the actual action in the game is the real 
reason you play, but you've got to have some- 
thing to play for—a goal you're striving to 
achieve. That goal is the game’s ending. And if it's 
no good, then it can make the whole experience 
much less satisfying. 

Like we said back in the gameplay feature, a 
game should end with an exclamation point, not 
a period. You should be so excited about having 


The key is storylines. You need a good plot to keep 
going. Graphics and sound will carry an action game, 
but they only last so long. Final Fantasy Vil was a i 
good, long game, and | was a little emotional when : 
Aeris got axed! 

However, FFVI/ was somewhat repetitive (did 
say that? | must be insane!). The random battles are 
really annoying and made the game boring at times. 
had done everything in your strategy guide excep 
breed the chocobos, and | didn't feel like it. And the 
ending, as good as it looked, didn’t talk at all about the 
individual characters. | still had a lot of questions. 

| think a long game is almost a bad thing (it's 
ironic because | love RPGs!). There is little replay 
value—since it takes so long to finish, you probably : 
won't play it again afterwards. | couldn't go through H 
FFVII again (| quit before | got out of the city) and i 
sold my copy. i 

My solution is to have a slightly shorter game with 
plenty of depth and different endings that affect the : 
game on the next replay. | want a reason to beat the : 
game and an excuse to play it again. Games that are 


} have gone. The side quests shouldn't have been tha’ 


reveal codes or open up new 
features for the next time you play. These bonus: 
es are great because they both reward you for 
playing and encourage you to play again. 

O.K., now it’s your turn. | want to know what 
you think makes a good ending. Also, give mi 
specific examples of game endings that have dis: 
appointed you, and what could have been don 
to make them better (but please be as brief a 
possible). As always, we'll take the top 
responses and run them in this space, so 
get ‘em in soon! 

® CHRIS SLATE 


un need substance to have 
replay value. 


latt Tipton 
MTIPTON@monm.edu 


still haven't finished Final Fantasy 
Vil, for different reasons. Heading for 
the ending of the game and the final 
battle, | found that the monsters were 
making short work of my characters. 
Having never gone on most of the 
side quests, my characters weren't 
powerful enough to make it to the end of thi 
game. So | found myself raising Chocobos ant 
chasing down all the side quests, trying to maki 
myself powerful enough to play to the ending. 

In my opinion, this is not how the game shoul 


important, and | should have been able to go right t 
the end without having to worry about them. It's actu- 
ally really irritating because now I’m not sure when I'll 


ever get around to finishing it, with all the other great 
games coming out now. It's unfortunate, because up } 
? until that point the story was fantastic. | was swept up 


in the epic and hopelessly addicted. Now, | don't real- 
ly care. | invested all this time, and then it all fell apart 
at the end and became a chore, not a game. 


Chris 
Wootini@aol.com 


| never thought I'd see the day when | would call an 
RPG “too long.” Unfortunately, this was the case with 


incredibly intriguing storyline, but the bottom line is 
hat it could have ended a little sooner than it did. Was 
it really necessary to do battle with the Demon 
Quarter-Knights time and time again? Could Sony real- 
ly not think of more Boss characters to include in the 
Jame, instead of recycling the same ones to the point 
yf boredom? 

| almost gave up on Wild Arms when | set out to 
ind the Ocarina to summon my Golem. It took so 
long to find the thing that | actually put the game 
lown for over two months. | finally went back and 
eat it, but when all was said and done, my memory 
ard had me logged at just under 30 hours of game- 
lay. To the average gamer, 30 hours seems like a 
whole lot of game, but not when over 10 of those 
jours is spent doing the same thing. 

To make an RPG great, the story must be factor 
lumber one, and puzzles should be number two. Are 
ou listening Sony? Next time, don’t do the exact 
posite again. 


Dave 
Kelesis 88@aol.com 


It is inevitable that games will get shorter— 
a LOT shorter. | (and | suspect, many of 
your readers) would love to have the time 
and money to play most of the games 
you guys review every month. So many 
quality games are coming out, it's actually a 
little bit frustrating. Most people just can’t 
afford (either in time or money) to play six 
or seven games a month. 

Now, what if games came 
down in price to roughly the price and 
duration of a movie? Say the aver- 
age game cost eight bucks (an 

actual possibility, thanks to the 
cheap-to-produce CD-ROM and 
an ever-growing game-buying 


A Despite having a 
reat storyline, 
me gamers just 


idn’t get around —_— public) and was expected to last 
to finishing Final ‘ ae 
cantusy Vil two to six hours. Just imagine 


the level of detail and quality a 
developer could put into a game 
hat was only three hours long. The quality of the 
lame would improve, the gaming experience would 
be more intense, and gamers would be able to play a 
much wider range of titles. 

Would you rather play one game for 30 hours, or 
he very best parts of 10 games for three hours each? 
Think about it, when was the last time you sat through 
a 50-hour movie? Would you really want to? 


# John O'Fallon 
john@maxum.com 


® CHRIS: Good points, everyone! The general 
i consensus seems to be that developers need to 
i be extremely careful not to make the action too 
i repetitious, but you can still never have too much 
t of a good thing. | was impressed that so many of 
i your letters not only talked about the problems, 
: but offered solutions as well. Let's hope that 


i Wild Arms. Wild Arms was a great game with an } those game developers are listening! 
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Continued from page 86 
through figures and sales projections— 
which, by the way, have not been signif- 
icantly inaccurate since inception. 

So to Sony | say keep up the great 
work. We, the gamers, love to see that 
our money has been well spent, that the 
games are of increasingly good quality, 
and that we haven't been inundated with 
numerous, costly, add-on peripherals. 

When Sony does decide to speak up, 
whether it be regarding a PlayStation 
sequel or otherwise, I'm sure it will be 
something well-thought and profound 


Fabian Blache, III 
fabianb3@hotmail.com 


STEVE: Uh, are you sure that you 
don’t work at Sony, Fabian? All kid- 
ding aside, Sony has done a tremen- 
dous job with the PlayStation. Even in 
the beginning, companies such as 
Sega and Nintendo scoffed at Sony's 
chances in the videogames market 
and didn’t think that the electronics 
giant posed any sort of threat. Well, 
Sony proved them all wrong and has 
managed to secure the lead in the 
next-generation console market. It 
managed to do so because it had the 
attitude and the resources to bring a 
system to the market in a smart and 
cost-effective manner. And after all 
the effort put forth so far, Sony would 
never leave the PlayStation or its 
owners behind in a cheap attempt to 
release a new console. That just 
wouldn't be financially prudent. You 
know Sony is going to be patient, 
and that the PlayStation is still going 
to be around for quite some time. 
However, when that new Sony con- 
sole does come out, you know it's 
going to be amazing and that PSM is 
going to be around to cover it. 


Hello PSM. | want to thank you guys for 
making the greatest PlayStation maga- 
zine there is. In fact, | find myself every 
month waiting by the mailbox for the 
next copy of your mag. | was wondering 
if there is something else you provide in 
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Nukem, Doom, 2 Extreme 
Quote: PlayStation is WICKED awesome! 
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between the time your magazine is dis- 
tributed, maybe like weekly updates on 
what's new at Sony. Or maybe some- 
thing on what's happening with our PS 
counterparts in Japan. Sometimes it sim- 
ply seems too long to wait a month to 
get more great info from you guys. 
Anyway, thanks again for providing a 
great service to all PlayStation owners 
out there! 


| would just like to say that your 
magazine is great. And |'d really like 
to say that your new section with 
Banzai Chibi-Chan rules. | love 
it! I'm looking forward to more 
great issues. Thanks. 


James Schulert 


Jerry magus1 @teleweb.net 


Sssaint@aol.com 

You guys just keep getting bet- 
ter. The Japanese section is simply 
awesome, and | love Banzai Chibi-Chan. 
He is sooooo cute. Does he have an e- 
mail address | can write to? Anyway, 
keep up the good work PSM. You will 


BLAKE: | hope you don’t sit out- 
side too long waiting for the next 
issue. Otherwise, people will start 
calling you “that mailbox kid,” and 
honestly, just think of the havoc that 
could inflict on your social life! But 
guess what, Jerry? You're in luck 
because just a few doors down from 
our area the Amazing Adam Douglas 
and Judicious Jay Boor are hard at 
work updating PSM Online, our daily 
information website. So, hop on over 


Se 


well-balanced publication that reaches 
in detail into all aspects of the PlayStation 
without considerably limiting one sec- 
tion or another. 

In particular, | would like to congratu- 
late Mr. Paris for his ability to achieve 
detailed reports of Japanese information 
on the PlayStation. Also, speaking fluent 
Japanese is an extremely invaluable tal- 
ent in his field. 

| would also like to extend my appre- 
ciation to Mr. Liew for creating pages 
which draw the reader in, yet not distract 
or tear the reader from the text. 

Apart from this, | have a couple of 

questions for whom it may con- 

cern. | am an avid Strike series 
fan. | know that another Strike 
game is coming sometime this 

year. My questions are: 

1. Is there an official release date 

for the new Strike game? 

2. Do you know if there are any more 

Strike games in store after this one? 


IN 


i 


to http://www.psmonline.com for 
daily updates featuring reviews, pre- 
views, news, and a healthy dose of 
really weird cool stuff. 


Many thanks for your time! 


Tim Couchman 
CarlTausig@aol.com 


Your magazine is tremendous. For 
once, we (PlayStation) gamers have a 


GARY: Thanks! That's our job 
here at PSM—We strive to bring the 


Action/Adventure, 


Resident Evil, 
ive ‘98, Tomb Raider 2, 


le Play '98, Crash Bandicoot 2, 


and Tekken 2 


lega Man x4, and Castle- 
Games: Nightmare Creatures, 


Resident Evils), Crash Bandicoot 1 and 2, 


Symphony of the Night 
Ghost in the Shell 


> Crazy Fat Man, Age 16 
Favorite Games: Final Fantasy Tactics, 


RR#1 Box 375 B 
West Buxton, Maine 04093 


Favorite Genre: RPG 
Colorado Springs, Colorado 


Favorite Genre: Sports 
Favorite Genre( 


Favorite Games: 


wm Andy Cho, Age 15 
Gameday, NBA 


K4Kemp@aol.com 


9010 N. Keeler 
Skokie, Illinois 60076 


Colony Wars, 
> Tim Pryor, age 13 
Abductable@aol.com 


(=) 


continue to gain loyal read- 

ers like myself if you 
continue to improve like 
you have been. 


Holly Sanders 
Seattle, Washington 


BILL: Greetings to Sea-Town, 
home of the famous Dick’s Deluxe 
Hamburgers!!! | used to live on 
15th Avenue West just north 

of the Seattle Funplex. 

Thanks a lot for your kind 
words regarding Nihon Game Otaku! 
Chibi can’t be reached by e-mail, 
unfortunately, as he is swamped with 
fans on both sides of the Pacific (but 
he’s a sucker for flattery!). 


best resource to you guys who 
deserve it, and we don’t want to 
neglect the aesthetics and functional- 
ity of the layout. 

BILL: Glad you like the section, 
Tim! Make sure to spread the word 
about PSM!!! 

STEVE: The Strike series has 
done considerably well for EA, so it’s 
no surprise that a new sequel would 
eventually be released. This time, 
however, EA wants the series to grow 
more and have a different feel. This 
makes sense considering that the 
series has not changed much since its 
16-bit days. As for a release date, no 
official announcements have been 
made, but | would guess around 
Christmas or shortly after. 


The next Strike game is on the way, Tim! 
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GameDay ‘98, NBA Live ‘97, and Tomb 


Quote: He who laughs last, thinks 
Raider 1& 2 


the slowest. 
) Jesus raygosa, age 15 


coconut69@juno.com 
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| think PSM did 
an exceptional 
job on the 
“What Makes a 
Good Game” 
article (February, 
1998). Person- 
ally, I'm not 
sure if game- 
play really 
needs a brand- 
new formula due 
to the fact that it 
can still be 
improved upon ina 
lot of areas in 
established gen- 
res. Parappa more 
than likely has set 
the stage for a few clones, but more 
importantly, | think it has opened the 
eyes of many a programmer to the fact 
that games don’t have to be fighting, 
shooting, racing, and so on. So much 
could be done, and it's a shame that a lot 
of good ideas are going to waste simply 
because they seem risky. 

How often do U.S. gamers envy our 
Japanese brothers and sisters for the 
games they get to play? Quite frequent- 
ly. If Paragpa and Final Fantasy VII aren't 
proof enough of the stability of Japanese 
games in the U.S. market, | don't know 
what is. | think if Sony executives actu- 
ally took the time to find out 
how many U.S. PlayStation 
owners have chipped their 
consoles to play 
Japanese games, a light 
bulb would turn on in 
their heads. Granted, 
not every Japanese 
game will appeal to U.S 
gamers due to culture dif- 
ferences. But companies are 
continuously throwing away 


Glad that you 
liked our feature, 
Steve! Let’s just hope 
that a few develop- 
ers read it, too... 


Y 't 
considerable profit by not with Live “OS abeHReE 


making certain games avail- 
able to the U.S. 

Finally, U.S. game designers should 
take your “What Makes a Good Game” 
article and then look at a few Japanese 
games that have been successful in the 


» Josh Smotherman, age 15 


+ 
o 
i=3) 
we. 
eo 
wn 
cy 

= 
f=2) 
cy 

i 


Favorite Genre: A 
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Favorite Genre: Sports, Ac 


U.S. | think they would see a resem- 
blance and hopefully follow up with an 
original idea, or at least push an existing 
genre further. 


Steve Austin 
SteveA104@AOL.COM 


CHRIS: Thanks, Steve! Y'know, 
we here at PSM are always debating 
over what it takes to make great 
games. We argue about it during 
work, at lunch, and on the week- 
ends. That made writing the feature 
a breeze, because we already knew 
exactly what we wanted to say. It’s 
good to hear the people out there 
were listening! 


| am not normally prone to write to video- 
game magazines, but | am one of those 
people who devotes a lot of time to read- 
ing them. You guys seem to know what 
you are doing, and it looks like PSM could 
easily grow to become one of the num- 
ber-one selling videogame magazines in 
the market. 

Stephen is doing a wonderful job han- 
dling the reviews and previews, and 
manages to keep covering all the latest 
games. Sometimes when you read other 

mags they are simply behind the 
times, but not PSM. | also have 
some positive words to say 
about Chris, whose vision 
and experience from 

Ultra Game Players 
seems to provide PSM 
with its own unique 
and special feel. 

| could easily go 
on about the magazine, 
but | don’t think you need to 
hear it from me. PSM is cer- 
tain to grow greater than 
anyone has imagined. In my 
town alone it seems all my 
friends read it. The school library has 
already gotten its own subscription 
because of the high demand for the 
magazine. Keep up the great work, 


have to be smart en 


Favorite Games: Sup 
tra and Goonies 2. 


wm Erik, age 18 
Favorite Geni 


guys. You are quite appreciated and will 
continue to have many a subscriber if 
you continue in your high-quality and 
independence. Best wishes. 


PS: Chris, it looks like you are the more 
sports-oriented gamer at PSM. | was 
wondering what your favorite basketball 
and football games are. There are a lot of 
them to choose from, so | want to be 
sure to get some feedback from you 
before | fork over my hard-earned 
money. Also, are you guys going to have 
more posters in the future or stick more 
with the different stickers? | love them 

both, but | am curious. 


John Hannon 
psx_fan@hotmail.com 


CHRIS: Wow John, 
we're blushing! Thanks 
for all the kind words, 
and while I'm at it, | 
should thank everyone 
who has been filling our 
office with letters of 
praise since our first issue 
hit the stands. It means a lot 
to us that you guys are 
enjoying the mag so 
much, and your apprecia- 
tion is what keeps us 
going when we're 
working into the wee 
hours on deadline. 

Now for your ques- 
tions: my favorite hoops 
game right now would 
have to be EA's Live ‘98, 
although I've yet to see a 
final version of Sony’s new ShootOut. 
March Madness looks to be a solid 
college basketball title, but | don't 
think it will be a real standout until 
next year’s version. When it comes to 
football, I've got to go with GameDay, 
no question. Madden looks like a 16- 
bit game compared to it! As for our 
bonuses and such, we'll keep mixing 
it up to give you lots of different stuff. 
We wouldn't want you to get tired of 
any one of them! 


ling 
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ind Wres! 
Favorite Games: FFVIi, NHL ‘98, WCW Vs. 


we Chad Whitlatch, Age 23 
Favorite Genre:RPG, 
> Dave Grizzanti, Age 15 


a 


Kevin, you'll definitely want 
to keep an eye on Xenogears! 


First, let me tell you that you have a great 
mag going. It's about time someone 
made a magazine that is totally dedicated 
to the PlayStation. Your news section is 
really good. ‘Nuff said. | also have some 
questions for you: 


1. When will another RPG with FFVII's 

great story, gameplay, and graphics come 

to the PlayStation? 

2. | heard about a game called Xeno- 

gears. What type of game is it and when 

will it be out? 

3. What happened to the lid stickers? | 
would rather have one of them than 

a double-sided poster! 

4. What is PSM's favorite 

type of game? 


Kevin Niemczyk 
Kjn345@aol.com 


CHRIS: You got 
some questions, | got 
some answers! 


1. Who really knows 
what will come in the 
future, but we can always 
hope that new RPGs will 
attempt to top FFVIIin all 
categories. You should 
keep an eye on Dragon 

Quest Vil from Enix, 

and, of course, Final 
Fantasy VIII. 
2. Xenogears is an RPG 
from Square, and it 
really looks hot! It 
should already be out 
in Japan by the time 
you read this. The game is heavily 
rumored to be on the way over here as 
well, but so far no release date has 
been mentioned. 
3. Okay, we hear you! Each month we 
like to give our readers some kind of 
bonus, but we try to vary it up so it's 
not always the same thing. Variety is 
the spice of life, Kevin! 
4. Everybody here has their favorite 
genres, but as a whole, we like ‘em all! 
Okay, so we do hate full FIVV-based 


r Solid 


nb Raider, Tomb Raider 
Ge. 


we Yusuf Yousef, age 15 
Favorite Genre: Action/Adventure 
Favorite Games: Fi 
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LIVER? 


FRIEND 
GEX! 


games, but thankfully Digital Pictures 
went out of business a long time ago. 


I'd like to congratulate you guys for mak- 
ing such a great mag. | have some ques- 
tions for you 


1. I've noticed that there are barely any 
advertisements in the magazine. If | 
were to open up some other magazine, 
| have to skip five pages before | get to 
the table of contents, then five more to 
get to something | can read. | really hope 
you don't stoop that low. Sure it brings 
in the cash, but doesn't a smile on your 
readers faces mean more? 


2. | know it's only been two or three 
months since the release of Armored 
Core. |s there any word on AC2? 


3. What kind of release date is on Front 
Mission Alternative? It will be coming to 
the ULS., right? Is it going to be more like 
Mech Warrior or Armored Core, or 
something totally new? 


4. What's the word on the 007 game 
coming to the PS? 


Dave Sayles 
dsenvy@juno.com 


Fighting, RPG 
FFVI 
—Parrappa 


rcade, 
Favorite Game: Marvel Vs. Street Fighter, 
“| GOTTA BELIEVE 


Street Fighter 3, Suikode 


Quote: 
Favorite Genre: Fighting, RPG, Sports, 


www.noobsaibot! 6@hotmail.com 
and Racing 


» Bayard L Thomas, age 15 
4512 Hayford 


SAY PARTNER, 
ARE YOU READY TO 
BUST SOME ALIEN 


Favorite Games: Final Fantasy VII, Twisted 
Metal 2, Madden ‘98, Armored Core, NBA 


Shootout ‘98 


HEADS? 


DELLIC BABY, 


BLAKE: Gee, thanks Dave. Now 
let's about some answers: 
1. Well, we try not to clump up the 
ads too much to help the mag flow 
a bit better. However, the more ads 
we get, the more editorial pages we 
can publish—so it’s even better for 
our readers. 
2. A mini-sequel was released in 
Japan called Armored Core: Project 
Phantasma that added new parts, 
new weapons, and new arenas to 
fight in. No announcement has been 
made as to whether this is coming 
to the U.S. or not. 
3. Front Mission Alternative has al- 
ready been released in Japan, and as 
of this writing, no U.S. publisher or 
release date is known. Despite its 
incredible mech graphics, FMA is 
actually more of a strategy game in 
the vein of Command and Conquer. 
4. Good news! A 007 game is com- 
ing to the PlayStation courtesy of 
MGM Interactive. It’s based on the 
new movie Tomorrow Never Dies 
and is being developed by Black 
Ops, the creators of the excellent 
Treasures Of the Deep. From what 
we've seen, the game will have 
both driving and first-person game- 
play segments, but how similar it 


PG, Action, Strategy 
FF series, C&C, Resi 


, age 10 


il, Soul Blade 
“PSX..ROCKS MORE TH 


Quote: What Da De 

= Daniel Tilford, 
Favorite Games: 

== Gilkermaxis, age 20 


SAY CAP'N, 
HOW'D YOU GET CHINESE 
ALL THESE i 
BABES? pe 


MOTORMOUTHS" 


ANCIENT 


will be to the N64 Bond title 
remains to be seen... 


|just wanted to drop you folks a line say- 
ing how much | enjoy your magazine. 
It's definitely one of the better 
PlayStation-devoted zines. I'm a37-year- 
old who only got into console gaming a 
year ago through the influence of my 
nine-year-old son. The first game | ever 
bought and played was Tomb Raider, 
and | was quite frankly blown away by 
it! | never imagined that this level of 
graphic splendor and character control 
existed. | especially liked the exploration 
theme, and the lush environments. | 


TR2 still igake 


but its defin a far 
cry from the locale ey 


of the first version. 


Favorite Games: Final Fantasy, MLB'98, 


Need for Speed V-rally, Colony Wars 
What else do you need? Forget about N-64! 


Favorite Games: C&C Red Alert, Tomb 


Quote: PSM Magazine, and a Playstatios 
Raider 2 


Ft. Lauderdale, Florida 

Favorite Genre: Air Combat 

»- Nathan Leecy Age 13 
Favorite Genre: Strategy 

Quote: OHHHHHHYEEAAAAAA!!! 


POUUUCCUCEUCEOCEOCTECTECTECTECTECTECTEUZECCEUTTUCTUVTEUTECY ., WULECTEUTEUTEUCEUTEUCENVEUUIUUCEVTEUTEUVINVINVINVONUTEUTEN' 


WILL YOU 
PLEASE JUST 
SHUT UP?! 


I CAN'T 
TAKE IT ANY 


I'LL TURN 
THE POWER 
OFFIFT 
HAVE TO! 


paused often during the game just to 
look around and take in the beauty of my 
surroundings (| say “my” because the 
game drew me in to where | wasn't just 
a passive observer). | liked the fact that 
there were few enemies to bother 

me” as | used my brains ‘to get through 
the levels. The music was astonishing 
as well—so tastefully unobtrusive—and 
the heavily reverbed sound effects in 
caves were just right. 

So what is my point? I'm writing to 
express my extreme disappointment 
with Tomb Raider 2. | think a big mistake 
was made in adding more (and mostly 
human) enemies. It takes so much 
away from what | think is the game's 
strength: the gorgeous graphic envi- 
ronments and the puzzles. And don't 
get me started on the choice of 
locales! An oil rig for frick’s sake!!! 
When | buy a game called Tomb 
Raider, | expect to be exploring 
tombs and the wonders of ancient 
architecture. Gamers could be 
exploring Cambodian temples, the 
city of Macchu Picchu, or some wild, 
Lovecraftian City of the Old Ones in 
the Antarctic wastes. Instead we 
get an oil rig and a ship-wreck! 

On the plus side, Lara looks bet- 
ter than ever, and the new moves 


he way 
!, Castlevania: SOTN, 


interested in thi 


Favorite Games: Final Fantasy Vil, Wild 


Arms, Tomb Raider 1 
and Bushido Blade (Story Mode) 


Favorite Genre: RPGs 
Quote: 


NYORKA@TTLC.net 
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4 are hot! But | think the game could 
have been so, so much better. I'm sure 
I'm in the minority on this, but thanks for 
listening to me rant. 


Timothy E. Johnson 
West Des Moines, IA 


b> NOAH: You made some good 
points that | actually agree with, 
Timothy. During the course of writing 
the strategy for the game, | played 
through it three times. |, too, was dis- 
appointed to find myself exploring lev- 
els of cold and uninteresting metal 
structures when | should have been 
solving centuries-old puzzles and 
traps in some tomb. And what's with 
the Floating Islands? As soon as | got 
to that level | was completely drawn 
out of the game. Such a place would 
never exist. | understand what Core 
was trying to do, but such areas 
should have been left to a future chap- 
ter and not in the sequel. 

| was looking for some more of 
what made the first installment so 
interesting—lush environments and 
complex puzzles. The first level of TR2 
got me pretty excited with the out- 
door areas, and the Venice levels were 
cool. After that, the game lost that 
“special feeling” that the first one had. 
it's still a fantastic game and | would 
encourage anybody to check it out. 
But | have to admit that with the 
sequel, some of the magic was lost. 


| am an avid reader of your mag and | 
must say it's great! | have a few ques- 
tions for you that | hope you can answer: 


1. Are there any plans for a Populous 
game on PS? If so, has a released date 
been announced? 

2. | heard of a game called Constructor 
that is similar to SimCity in some ways. 
When is it due out on PS? 

3. Are there any plans for a lacrosse game 
on PS? | think one based on the Major 
Indoor Lacrosse League would be killer! 
I've already asked EA about it, and I'm 
waiting for a reply. 

4. Is there a Dragon Warrior sequel being 
made for PS? If so, when is it due? 

5. Will there be a Twisted Metal 3, Tie 
Fighter Vs. X-wing, or a port of Carma- 
geddon for PS? 


| also think you should add a bragging 
tights section to your mag. | know you 
can't believe everything people claim to 
have done, but you guys are surely able 
to weed out the evil-doers of the gaming 
realm. | have beaten the Emerald and 
Ruby weapons in FFVII. | had three 
Master command, two master magic and 
two master summon by that time. Need- 
less to say, all my characters were at level 
99 and | maxed out the clock at 99:59.59. 
(My actual playing time was about 125 
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hours! It's a long cold winter in Wis- 
consin!) Sephiroth was a breeze after all 
that. Thanks for your time! 


Chris Schultz 
46927740@cyberstreetcafe.com 


A The next Dragon Quest is in the works 
Chris, but it remains shrouded in mystery. 


B BLAKE: Ack! Not only a whole 
slew of questions, but also some pret- 
ty tough ones. Let's tackle them first. 


1. Bullfrog announced that it is indeed 
porting Populous 3 to the PlayStation. 
It looks pretty cool, with a full 3-D 
world and plenty of natural disasters 
to inflict. As of yet we have no release 
date and haven't seen a playable. 

2. Constructor is similar to SimCity in 
many ways but packs in some wacky 
design and quite a bit of humor. Ac- 
claim is still working hard on the port 
of the PC version, but no definite re- 
lease date has been announced. 

3. Nobody here has heard anything 
about a lacrosse game. 

4. Dragon Quest Vil (Dragon Warrior in 
the U.S.) has been in development at 
Enix Japan for over a year. So far, 
nobody has seen anything about the 
game, and Enix hasn't even given a 
release date. One thing's for sure— 
expect this one to be a monster title in 
Japan. Hopefully, Enix will follow 
Square's lead and bring the game over 
to the US. 

5. None of the games you've men- 
tioned have been announced at all, but 
a good source told me Sony is hard at 


> Chris, you are 
one FFVII Master, 
m’man. Now go 
get some sunt 


work on Twisted Metal 3. We're doing 
all we can to find out more. 

As for a bragging rights section, 
well, | guess we have a couple of 
outlets for that kind of “boasting.” 
The first place would be the letters 
column (i.e. your letter). The second 
place would be our Top This win- 
ners, who are in effect boasting 
some incredible skills. Personally, I'll 
admit that the sheer amount of time 
you spent on FFVI/ impressed me! 


If We Could Just 
Pause for a Moment... 


| just wanted to e-mail you guys thanking 
you for all the hard work that you do on 
PSM. Adding sections such as PAUSE 
makes the magazine even better. My 
friends and | love to get into discussions 
about whatever topic Chris brings up 
each month. | hope you continue to add 
new and exciting sections that cause 
your readers to think about stuff. | am 
tired of other magazines because they 
don't make you think about anything. 
Once you have read through them, you 
might as well throw them away. 

Also, your letters section is one of the 
best. It is one of my favorite sections of 
the magazine, because the answers are 
written intelligently and with some per- 
sonality. | simply hate it when letters are 
answered simply with a yes or no 
response, which a lot of other magazines 
do. Anyway, keep up the amazing work 
and continue to provide innovative, 
thought-provoking content like the Pause 
column. Your readers will love you for it. 


Andy Niles 
(No address provided) 


A lot of magazines out there are happy 
with where they are, but not PSM. You 
guys just keep surprising me each month 
by adding such neat sections like Pause. 
It's nice to have a videogame magazine 
that actually asks its readers to think for a 
change. | thank you for that. Just don't 
ever become content with where you are 
and you will be fine. Look for my reply to 
last month's Pause column shortly. 


Mark Monet 
fun_guy@aol.com 


B CHRIS: Thanks guys! It sounds 
like we've got a winner with Pause. 
We're constantly trying to come up 
with new stuff to add to the maga- 
zine to make it even better. So if you 
guys ever come up with any new 
ideas on stuff you'd like to see in our 
mag, pass ‘em our way! 


| was just wondering if you guys heard 
anything about the PlayStation conver- 
sion of X-men vs. Street Fighter. | heard 
that Capcom is coming out with a spe- 


cial version of it called X-Men Vs. Street 
Fighter EX. You can pick two characters in 
this version, but only one can fight while 
the other does special moves. Can Sony 
do anything about the PlayStation’s RAM 
so we can actually play a REAL version of 
this game? What about the port in the 
back of the system, the one the Game 
Shark fits into? We are going to miss out 
on a lot of killer games because of this one 
flaw (Darkstalkers 3, Street Fighter 3, and 
Marvel Super Heroes vs. Street Fighter, 
just to name a few). | desperately want 
these games to come home, and | don't 
want to have wait for the PS2 or go else- 
where for them. 


Joe Tabako 
jtabak@RFPP.com 


Bm STEVE: If you checked out last 
issue's Monitor section, then you 
should have the up-to-date info on 
Capcom's latest fighting game. It's true 
that while you can choose two different 
characters at the start, you can only 
play as one of them. The second char- 
acter makes an appearance when you 
execute any sort of Team Attack. 

Sony can’t do anything about the 
RAM limitations of the PlayStation 


A The PlayStation may have finally met its 
match in Street Fighter Vs. X-Men, Joe. 


because of its design. The Parallel 1/O 
port on the back of the PlayStation 
would not easily work due to the over- 
all low bandwidth. The PlayStation 
would not be able to pull data from the 
external add-on memory fast enough, 
causing slowdown and freezes during 
gameplay. There is a chance that Sony 
could get the port to work, but it would 
probably be bad. The moment you 
release a peripheral like that, you auto- 
matically split up your user base. Some 
people would buy the upgrade, but 
most would not. And since developers 
design games around what the major 
population has, there would be little to 
no support for the add-on. 

Granted, there is still a good chance 
that Capcom will release games such 
Street Fighter Ifland Darkstalkers 3, but 
you will never see games such as 
Marvel Superheroes appear on the 
PlayStation in their original form. They 
simply have too many frames of ani- 
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4 Sean McGarity draws a really cute Felicia, 
and more at hitp://caravan.nomad.net/ 
~artemis/graph/index.html, Here kitty, kitty! 


mation to deal with. As a fighting 
game fan myself, | can understand 
the torture that you are going 
through, Joe. | would love to see all 
the Capcom fighting games appear- 
ing on the PlayStation in arcade-per- 
fect form, but we are just going to 
have to be a little understanding and 
patient. After all, good things come 
to those who wait. 


Your strategy sections are awesome. 
With six games with strategies, and 
many others in past issues, your maga- 
zine has helped my friends and me out 
a lot, saving us a lot of time and frustra- 
tion. My friend would have never gotten 
out of the third level in Tomb Raider 2 
without the strategy. 

Those pull-out tip sleeves are also 
cool. | have used just about all of them 


» This one came to us from Dwayne 
Lukasik out of Attica, NY. It isn’t hard to 
guess what he thinks about all day! 


Y Our Chibi-Chan artist Robert DeJesus 
keeps puttin’ out super fan art in his spare 
time at http://www.ninjadeath.com/ 
aicandy/bob1.html, like this cute RE pic! 


John Kim is by far 
one of the best fan- 
artists we've ever 
seen—you simply have 
to check out the rest of 
his stuff. Just dial up 
hitp://www.geotities. 
com/Tokyo/Temple/41 
86/. Go now! 


» Our second Resident 
Evil pic this month 
comes from Dallas 

Ragon, who has lots 
of great stuff to see at 
hitp://cannoonville.si 
mplenet.com/. 


to my advantage, and have discovered 
lots of moves and secrets that make 
games more fun 

To get to the point, of all the maga- 
zines | subscribe to (five, including this 
one), | find yours to be the most infor- 
mative of the lot. The codes, strategies, 
reviews, and previews have been a big 
help in knowing about the games that 
are out there. 


Sean Murphy 
LordSeanX@aol.com 


STEVE: Well, strategies have 
always been an important part of 
videogame magazines so we wanted 
PSM to have the best. Noah has done 
a great job as our Strategy Editor and 
is always busy figuring out the 
secrets on the latest games. He never 


Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
from the hottest new talents around. If you've done an illustration that you'd like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading "Fan Art." Now get busy making that art! 


4 Vanessa Adams sure knows her stuff. 
Check out cool illustrations like this one 
at http://eagle.ca/~cadams/lex.htm. 


4 lan Kim has done some great stuff at 
hitp://genesis.maison-otaku.net! 


seems to sleep, and it is all for you 
guys, our readers. | am also glad that 
you like our tip cards, which is anoth- 
er unique feature that PSM brings to 


the market. We have gotten a lot of 
positive responses about them, so 
you can bet that they are going to be 
around for a long time. 

Of course, Noah is always on the 
lookout for ideas on how he should 
improve both the codes and strate- 
gies section, so feel free to e-mail him 
at nmassey@imaginemedia.com if 
you have good ideas. He will love to 
hear from you. Just don’t tell him 
that | was talking about him or he 
might start developing an ego. 


We're glad that you’ve gotten some 
good use out of our strategies, Sean! 
Noah really busts his butt on ‘em. And 
now that he’s recently become a dad, he’s 
guaranteed not to have any sleep at all 
until the new millenium! 
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Want to finish the game before it finishes you? 


CALL FOR HELP! 


Call today for exclusive strategies for your favorite PlayStation games- 
This month we've got all you need to know about: 


NN couple of minutes 
could save your life! 
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5 
Po seoss the PSM Code suntes Bile 
Every code for every PlayStation game in. one place! 
: If a code exists, you'll find it here! 
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All PlayStation games, all the time! 
Calls cost $1.45 /minute. 


Calls average 2 minutes in length. (Pyou: p under (8: years-of age, please get your- parents: perinission ta call. 
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Beat Diablo 


Diablo is a pretty tough game. Only the most dedi- 
cated and patient of players will make it all the way 
through the dungeon to finally beat Diablo in com- 
bat. After you've beaten Diablo, you'll get a short 
cinema for your victory. Send us a videotape or 
polaroid of this ending as well as a short (200 words 
or less) description of your idea for a new and 
unique ending for the game. Your short story can be 
for any of the three characters. The writer with the 
best new ending will be the winner 


Each month, we put together three tough tests of skill—if you're good 


Get the 40 babes! 


One thing you may have noticed by now is that 
Blasto is a huge game (with a huge vocabulary). This 
is a contest for the hardest of the hard-core Blasto 
maniacs: if you have the time and the skill to rescue 
all 40 of the babes throughout the game, you will be 
rewarded by being allowed into a secret area. Be the 
first to send us a videotape or polaroid of Blasto in 
this secret area and you'll be the esteemed winner. 
Oh momma! 


enough to meet the PSM challenge, you can win cool prizes and see 
your name in print! Remember, only one winner will be selected from 
each challenge, so get your entry in early. Send in your entries to PSM 
Top This!, c/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. 
Sorry, we can’t return any pictures or videotapes you send. 


Find Tofu and beat the game 


Resident Evil 2 is host to several cool secrets and it's 
going to take a master gamer to find them all. Are 
you up to the challenge? All you have to do is earn 
every one of the special weapons, costumes, and 
characters that are hidden in the game. Sound easy? 
Well, it isn't. To prove your worth, send us a picture 
of the inventory screen showing all of the special 
weapons and the Special Key, and also one of Tofu 
(the last secret character). Only then can you truly be 
considered a Resident Evil 2 master. 


Oh no—we’re almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 


Hey, who says that all videogamers ever 
Meir aee playing games? This 

it to the streets of San 

Check out our hype gear! 


do is sit on tl 
month we tool 
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the place to buy, Bells ortr 
als, and anything else rel 


> Travis Myers 
vincentvalantine@hotmail.com 

142 Myrtle Ave. 

Gallipolis, Ohio 45631 

Trade Type: Sell Item: Games 

Description: | have these PlayStation games for 
sale for $17 each, or a discounted price for the 
whole lot of them: Castlevania, Resident Evil: DC, 
Tobal #1, Armored Core, Wild Arms, and Toshin- 
den 1&2. | will sell them all at once for $100. If 
interested, please e-mail me. 


Bm Alex 

cyber-vertigo@webtv.net 

2862 E. Impala Ave. 

Mesa, Arizona 85204 

Trade Type: Want Item: Games 

Description: Any PlayStation Underground CDs. 


bm Ryan 

psxgamur@geocities.com 

PO Box 1495 

Placerville, California 95667 

Trade Type: Sell, Want Item: Games 
Description: | have Jet Moto, Romance of the 
Three Kingdoms IV, Twisted Metal 2, and Tekken 
2 for sale. They will be $20 each, and | will send 
them COD. All of the games are in great condition, 
and the instruction books and jewel cases are 
included. | will consider trading any one of the 
games for a Japanese analog pad, which must 
work properly, Mail me or get back to gaming! 


i Mike Hale 

hesnider@alpha.wcoil.com 

5555 Sandusky Rd. 

Lima, Ohio 45801 

Trade Type: Want 

Item: Console System, Accessories, Games... 
Description: Stuff wanted—anything for Play- 
Station. Games, accessories, consoles, other 
things for Sega Genesis. 


bm Pinball 

Travis@Siteings.com 

3831 51st 

Lubbock, Texas 79413 

Trade Type: Want Item: Accessories 
Description: Does any one have an analog con- 
troller for sale? 


® Andy Cho 

9010 N. Keeler 

Skokie, Illinois 60076 

Trade Type: Sell or Trade Item: Games 
Description: Final Fantasy VII for $20, Resident 
Evil for $20, Street Fighter Alpha 2 for $15, and Jet 
Moto for $10. 


> Vince 

vince@college-net.com 

Trade Type: Sell, Trade, Want Item: Accessories 
Description: | have Mortal Combat Myth: Sub- 
Zero, Madden '97, Need for Speed |, Will enter- 
tain all offers. Wouldn't mind trading for Tomb 
Raider Il. | also have a Mad Catz Steering Wheel 
that | would like to trade even for an Ascii Mach II 
Steering Wheel. All my games & accessories are 
in perfect condition with boxes, instructions & 
books. | am also looking for old Atari 2600/VCS 
games & accessories. All reasonable offers con- 
sidered. No crap! Be reasonable. 


2 games, peripher- 


go Ft playstation 
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B> Mike Collins 
mc320@hotmail 
Trade Type: Want 
Item: PlayStation 
Description: | have a Sega Saturn— 


ah Fight 


Men CI 


s, a Sega Saturn. | have Virtual 
2, Virtual On, Tomb Raider, 
Di ytona a USA, Virtual Cop, and X- 
UT poikireh of the Atom. Looking 

to trade for one PlayStation. 


A 
> Tom Gibbs bm Jonathan J. 
ANTImp1999@AOL.Com 308 Columbo Ave. 


Trade Type: Sale or Trade Item: Games 
Description: The game is Wild Arms and it is 
completely un-scratched. | am asking $40 (ship- 
ping and handling included), or I'll trade it for anoth- 
er good game(s). If you would like to trade or buy, 
e-mail me. 


> Brodie Broderick 

AirBrodie@aol.com 

Trade Type: Want Item: Accessory 
Description: | want the Japanese version of the 
dual shock controller, willing to pay normal price. 
E-mail me. 


Bb Justin Gonzalez 
tufuscandydog@postoffice.worldnet.att.net 

El Paso, Texas 79936 

Trade Type: Want Item: Game 

Description: I'm looking for the Legacy of Kain. | 
will buy it for 20 dollars!!! Please respond A.S.A.P. 


® Chris Parmerlee 

morrowland@juno.com 

Traverse City, Michigan 

Trade Type: Sell tem: Games 

Description: I'm Selling Ace Combat 2 for $25.00, 
FFVII for $35, Twisted Metal 2 for $20, Twisted 
Metal 1 for $10, and Fade to Black for $10. 


Von Munchausein 

haavok@aol.com 

Trade Type: | want it!! Item: Games 
Description: | am looking for used games. Will 
pay cash. E-mail me for details or a deal. 


> Ted Wolff 

wolff@cabinfever.win.net 

2191 630th St. 

Newell, lowa 50568 

Trade Type: Buy Item: Games 

Description: I'm looking for cheap RPGs, Sports, 
and Platform games. Good condition. E-mail me 
about any other games. 


i Sang-Heon Song 

songsan1 @pilot.msu.edu 

Trade Type: Sell Item: Games 

Description: |'m selling some games here— 
FFVII: $33, Resident Evil: $20, Resident Evil: DC: 
$25, Tekken 2:$20. All games are in excellent con- 
dition. Interested? E-mail me. 


B® Craig Lehocky 

nerd888@hotmail.com 

155 Lawnview Dr. 

Freedom, Pennsylvania 15042 

Trade Type: Sell, Want Item: Games 
Description: Toshinden 1 $15 obo. Defcon 5 $10 
obo. Final Fantasy Vil $30 obo. Nascar ‘98 $25 
obo. | want Resident Evil & Riven. 


Sierra Vista, Arizona 85635 

Trade Type: Sell, Trade Item: Games 
Description: I'm looking to sell these games, but 
I'll be willing to trade any of them for FFVI/. All my 
games are like new, with manual and case. Tomb 
Raider 2 $35, Nuclear Strike $30, Pandemonium 2 
$30, Suikoden $30. | will consider other offers. 
Also, ask me about my imports! 


> Matthew Holmes 
holmes@BRIAR-CLIFFEDU 

3303 Rebecca St. 

Sioux City, lowa 51104. 

Trade Type: Trade, Sell Item: Games 
Description: Madden ‘97, Blood Omen: Legacy of 
Kain, Kings Field Il, and Tomb Raider II (which | 
bought January 1st. It’s almost brand new). | am 
also looking for a PlayStation 4-way adapter. 


bm Andrew Page 

toke17@aol.com 

23 Bright Oaks Circle 

Rochester, New York 14624 

Trade Type: Want Item: Accessories 
Description: I'm looking for a cordless PlayStation 
controller. Will pay between $20-$40. 


> Mike Bagarello 

MASE2636@juno.com 

23 Sunset St. 

South River, New Jersey 08882 

Trade Type: Sell, Trade Item: Games 
Description: | have NBA Live ‘97, MLB '98, Triple 
Play ‘98, and Command & Conquer that I'm trying 
to get rid of. E-Mail for prices. | also want by trad- 
ing: Madden ‘98, Parappa the Rapper, NHL ‘98, 
and a 4-player adapter. 


bm Eric 

Eman8880@aol.com 

Trade Type: Trade Item: Games 

Mortal Kombat Trilogy, Star Wars Rebel Assault 2, 
Andretti Racing, Die Hard Trilogy, Command and 
Conquer, Soviet Strike, Wing Commander 3, Need 
For Speed, Armored Core, Bogey Dead 6, Black 
Dawn, and Road Rash for trade. All games in good 
condition and have instructions. 


> Lance Lantow 

Lance1968@aol.com 

1403 Snowy Cloud Way 

Santa Rosa, California 95409 

Trade Type: Trade Item: Console System 
Description: | would like to trade my PlayStation 
(in box) with extra controller (2 total) for a Neo-Geo 
system (CD or Cartridge based, doesn’t matter) 
with 2 controllers as well. Anyone interested, 
Please e-mail me, we can work something out. 
Thanks for your time. 


Got some old games lying around collecting 
dust? Maybe you've already tried the old “I got 
these by mistake for my birthday” excuse at 
every shop in town, but no one will trade them? 
Then get rid of ‘em here, for free! 


bm Ronald Edwards 

tedwards@ezl.com 

260 Madison Ave. 

Alton, Illinois, 62002 

Trade Type: Sell, Trade Item: Games 
Description: | want to trade or sell Street Fighter 
EX Plus, One, and Crash Bandicoot. I'm looking for 
Ghost In the Shell, Duke Nukem 3-D Total 
Meltdown, or Alundra. | well sell Crash 2 for $30, 
and One and SFEX Plus for $35 each. E-mail me. 


> Milton Smith 

milti @webtv.net 

Trade Type: Want, Sell Items: Games 
Description: Wanted—Romance of the Three 
Kingdoms 4: Wall of Fire. For Sale—Rage Racer, 
Warhammer, Command & Conquer, and Stee! 
Harbinger. Will accept best offer. 


B® Chris Miller 

PSXPAL1@aol.com 

Trade Type: Trade, Sell, Want 

Item: Games, Console System 

Description: | am trading all kinds of Genesis 
games for any PS game that has case and instruc- 
tions. E-mail me and we will make a deal. 


i Homewood5@aol.com 

8 Homewood Way 

Montclair, New Jersey 07042 

Trade Type: Trade, Want 

Item: Games, Accessories, Other 

Description: | want Fighting Force, Jet Moto 2, 
Star Wars, MK Mythologies: Sub-Zero, WCW 
Nitro, and Need For Speed 3. | will make a prof- 
itable trade or buy. 


bm Eric Canlas 

eric_c82@hotmail.com 

800 Pennsylvania Ave. #12 

Beaumont, California 92223 

Trade Type: Want Item: Games, Accessories 
Description: I'm looking for and want to buy 
Suikoden, Marvel Superheroes, Tobal No.1, Resi- 
dent Evil: DC, Tomb Raider 2, Sony demo discs, 
and accessories like a GameShark or a Sony con- 
troller. Please e-mail me if you're interested in sell- 
ing any of these items. 
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COMING NEXT MONTH IN 1S5SUE"*NINE OF e 


Its Namco. It's Tekken 3. It's on PlayStation. Need we say 
more? Man, if your mouth isn’t already watering, then you just 
§ aren't a red-blooded PlayStation fanatic! Y'know the insane 
amount of coverage that we've given Resident Evil 2? Then 
you know what to expect when PSM goes to town on a 

& heaw-hitting game like Tekken 3. Miss this one and 4 
» you might as well just quit playing games! 


Blasto Babe-‘0'-Rama 


Next month we're giving you the tips you need to pick up all the babes in . Ss 
Blasto, plus the inside track on a few other secret goodies. If you miss out on 


this one you'll really be kicking yourself, because you won't BELIEVE 


what happens when you get all of the babes! 


en based on comic books, cartoons, movies, and other licensed 
it what about videogames? Well, the good news is that toy 
ally realizing there’s a huge untapped market out there, filled 
hard fans who would quickly slap down the cash for the lat- 
ogame-inspired collectible. Next month we're bringing you 
he up-to-the-minute info on PlayStation-related toys, straight 
nual Toy Fair trade show! 


~The LATEST PlayStation headlines 

~The NEWEST PlayStation codes 

~The MOST PlayStation games 

Absolutely EVERYTHING that has to do with PlayStation! 


And you KNOW where to find the most new PlayStation games, like: 
Dead or Alive _- Mortal Kombat 4 
_ Mega Man Nova ~~ Tomba! 
Batman and Robin Gran Turismo 
~~ San Francisco Rush And tons more! 
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ALL THIS IN 
JUST ONE 
MONTH!!! <r 
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Unleash the power of Fire Blast and 50 Choose your allies well. Gain experience Release the dragons inside...transform into 
other spectacular magic spells. and master the skills needed to survive in many different forms, each with unique 
this epic 3-D world. special abilities. 


sate” 1 dragon clan, a ‘ibs 
: discovery. end de 
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Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any « 
please visit us af www.retromags 


> 
No profit is made from these scans, nor do we offer 
available from the publishers themselves. — 

{f you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 


